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WHAT’S ON THIS MONTH’S CD? 


Only one disc this 


month, But what a 
disc it is - an 
exclusive, playable 
demo of FI ’97, the 
bri 


jant racing 
sequel from 
Psygnosis. Plus a 
few other offerings 
that will make you 
very happy. 


PlayStation 
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PLAYABLE 


Stalk the streets of old London 
town in this epic 30 adventure 


he-scenes look at 
pipe hero. 


If you thought the original was 
good ~ and let's face it, it was 
superb ~ then this will just blow 
you away. 


Check out the clever wave 
replication in this speedy water- 
based racing game. 


Sounds like a nightmare, but 
plays like a dream. 


Find out if this scrolling beat ‘em 
up really is fantastic. 


Great video footage of Rosco in 
top fire-fighting action. 


They say pride comes before a fall. As 


autumn draws near, however, it is pride 
before THE Fall for us here at PSM. As the 
summer ~ traditionally a quiet time for 
videogames magazines - comes to a 
close, figures have been announced with 
regard to copy sales of magazines 
throughout the UK. And with a whopping 
146,972 issues sold, on average, every 
month over the ‘quiet’ summer period, 
the Official UK PlayStation Magazine is 
now over 100,000 copies ahead of our 
nearest PlayStation rivals. Now with 
winter on the way, we can really start 
selling some copies. 

And to ensure we stay at the very 
top, we have a brilliant exclusive for you, 
this month, with the first review and 
demo of Fi ’97, the sequel to Psygnosis’ 
phenomenally successful racing game. 
Read all about it on pages 94-101. 

Thanks for buying the magazine. Rest 


assured, you're not alone. 


Rob Pegley (Editor) ‘ 
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bicycles title in the history of 
computer games. 
Jersey Devil _40 
Free-roaming environment? 
Yes. 3D? Of course. 
Is this the Mario 
clone we require? 
FIFA’98 42. 
They don't give up do they? We 
take a wee peek at the latest... 


EA Sports line-up 44 


An unusual little game, this. Gremlin's 
latest racer is based on dinky 
remote controlled cars. 


A a 


Two million sales in two 
days in Japan. Even Oasis 
are jealous of possibly 
the greatest RPG ever. 


Warhammer 2 32 
And not a Shadow of a 
Horned Rat in sight! 


Blimey, just how many ice hockey 
games does a man need? 


Vehicular shooter from Psygnosis. 
Marvel at the comic characters. 


fireskswrai an , 


Whimper. More ice hockey... 


One 


A generous helping of 

Duke Nukem 3D 34 Madden '98, a mere soupcon 

Will this comedic 3D shoot 'em up of Auto Destruct and then to 

successfully translate from the PC? finish, Sir might like 

7 a to indulge in 

Supersonic Racers 2 36 ascan'ss 

A sequel for Supersonic Software's 
answer to Micro Machines. 

A os Why did the frog cross the 

road? Because he wanted 


Hey up, it's the first parcel-delivery-on- to be in a computer game. 


Check out this cinematic blast. 


Rosco McQueen _—«&GB. 


Bring on the heroic firefighter. 


A hardy gang of beat ‘em up 
boys, rotten to the Core. 


4x4, only this time, not Gremlin's, 


The official UK Playset 
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Have Psygnosis found the 
right formula? 


{Make the little man push little 
) blocks. Don't get squashed, 
Unknown Japanese basher is 
signed up by Ocean. Here it 


Joshinden 3 102 = Ze 
The third instalment of 
Takara’s visual basher. 


is. 


Explosive Racing 105 __--__—, é 
Wrsreskethe’sequelto suring Rood Kigketf 97. 128) 
But is it any flaming good? Veterans of the game Anco return. 
A puzzler to match Bust-A-Move 2 Do you think he saw us? Say it fast. 
and Super Puzzle Fighter I? Damned dinosaur nonsense. 


It’s time for the much-hyped Abe's 
Odyssey to reveal its colours 


Egg on the face all round after this 
jolly disappointing performance. 


More heli- 
copter 
gun- 


Jeux sin frontitre; PlayStation developments aco 


Remember those bloody awful 
adverts about sticks when the 
PlayStation was launched? We do... 


Go and talk to the goblin in the cave 
wearing the green underpants the elf 
gave you. RPGs? We explore ‘em. 


Jeux Sans Frontiéres 


It's a knockout feature, friends, as we 
take a trip around mainland Europe. 
Over to you, Eddie... 


| REGULARS 
Loading. 


All the latest news on PlayStation 


Sign for a year and get a free game 


letters 52 


Just what have you been saying? 


Q8A CG 


All your queries answered. 


Back Issues 73 


Complete your PSM collection 


Tips and cheats for Vandal-Heart 
and many more 


OntheCD 442 
The complete instructions of ho 
play this month's cover-CD ga 


bificial Questioni 14g 


Oddworlds Lorne Lanning 


‘A NEW ERA 
IN me" CONTROL 
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PROVEN TOTAL 
QUALITY COMPATIBILITY DESIGN 


a 
ge => 
PlayStation 
p : a 


LOADING 1% COMPLETE 


mm Xcuse us while we assume smug 
j expressions here at PSM, and 
ST bask in industry glory for five 
minutes of well-deserved 
fame, but this 
month the big news 
within the world of 
PlayStation is the 
very magazine you 
hold in your hands at 
this moment. 

The annual ABC 
(Audited Bureau of 
Circulation) figures were 
revealed this August for all 
magazines across the UK, 
including, of course, all 
computer and videogames 
magazines. These figures backed 
up the long-held belief that interest in the 
console industry is on the increase, with most 
magazines — especially those in the 
PlayStation sector — recording high percentage 
increases in circulation. This was made 
even more significant as the rises were seen 
on issues sold over the traditionally quiet 
post-Christmas months. 

Leading the way was the Official UK 
PlayStation Magazine, with a rise of 83.3 per 
cent over the last six months, to a massive 
146,972. This makes the magazine the biggest 
games magazine ever, with revenue on the 
title surpassing all other previous computer 
games titles. The percentage increase in copy 
sales year on year for the last 12 months was a 
staggering 185.7 per cent, making the title 
also the fastest growing consumer magazine 
in the whole of the UK an even greater 
percentage increase than Loaded, FHM et al. 

PSM’s sister magazines at Future 
Publishing also recorded superb sales, with 
PlayStation Power proving to be the fastest- 


growing independent PlayStation magazine - 
it was up by an impressive 38.6 per cent for 
the six-month period and is rapidly 
becoming the second biggest-selling 
PlayStation magazine in the market. 
Essential PlayStation, recording its 
first ABC figure, weighed in with 
sales of over 30,000, a remarkable 
figure for a magazine without a 
regular monthly distribution. 
Future's publishing director, Jane 
Ingham, commented: ‘The 
“PlayStation market is obviously 
hot, but this is a very sexy 
magazine and it's selling 
shed-loads more than 
anything else in the market’, 
Sales figures of 200,000-plus would 


seem the next milestone for the 
Official UK PlayStation Magazine as 
the industry continues to thrive. 
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s you can see, the trend has increased for all 
PlayStation magazines, with most publications 
recording an increase in sales figures - this reflects the 

resurgence of the console market (as reported in last month's 

PSM) and in particular the strength of the PlayStation market. 


Impressive sales figures 
were also recorded by 
PSWM's sister publications, 
Essential PlayStation and 
PlayStation Power. 


PlayStation 


Essential 
Pro PlayStation 


PlayStation 


Power Be 
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The cult of Lar S everywhere 


s Croft has been getting about 
this month, appearing on spreads 
in The Sun, Esquire and even on 
the cover of The Face. That's not 
to mention the 101 videogames 

magazines that have been running the 

lovely Lara on their covers, simply on the 
basis that they have six or seven 
secondhand screenshots for you to enjoy. 

Again. Rest assured, PSM will not feature 

Lara on its cover until the exclusive review 

hhas been safely put to bed. In the 

meantime, however, interesting 
developments have been taking place in the 

‘real’ world of Lara. 

It appears that the ‘real’ Lara, Rhone Mitra, 
star of our PSM22 Work, Rest, and PlayStation 
page, has had some silicon enhancement of 
her own. The 21-year-old brunette, who 
appeared topless as a schoolgirl in the ITV 
series The Man Who Made Husbands Jealous, 
has had her two biggest assets enlarged to a 
Lara-sized 34DD. And it appears that the 
operation to pump up the previously 34 
sized bust was performed by her dad. Top 
plastic surgeon Dr Anthony Mitra looks like he 
made a good job of it, as well, if the features 
in Esquire and The Face are anything to go by. 

All of this coverage is, of course, great 
exposure for the Lara Croft-lead Tomb Raider 
2, but in some cases perhaps more 
exposure of Lara than Eidos had 
planned on 


ayecame cine 


Presumably she'l he packing a 
seriously padded bra to public 
appearances. No | won't! she 
says, adding that she doesn't 
need to. Which will please 
people, I'm sure’ 


(1, 2) PlayStation’s cult icon, 
Lara Croft, has enjoyed 
widespread publicity this month, 
(3, 43 bringing maximum 
exposure to her real-life 
counterpart, model Rhone Mitra. 


icture show 


lectronic Arts are to arrangements for games will offer hope to 
promote Lost World on the many games which would perhaps be 
PlayStation in Virgin left behind in the clamour for retail 


Cinemas across the country, 
© by installing copies of the 
game on Sony PlayStation demo pods in 
some 25 locations. 

Fully playable versions of the games will 
be running in the Virgin Cinemas, together 
with other merchandising for the game 
developed by DreamWorks Interactive 
(reviewed on page 123 of this issue). This is 
an innovative step in promoting a 
PlayStation game and it will be 


supremacy, but this is yet another 
new move in terms of giving a game 
a high profile, 

Lost World will also have much 
advertising in the media and will be 
involved in many different 
competitions before its release at 
the end of September. EA are 
really pulling out all the stops 
to make sure that the game 
sells well. The only real stumbling 
interesting to see if other block, however, may be that the game 
companies follow suit, as the isn't actually very good when you do 
PlayStation games market get to play it, But more of that later in 
becomes ever more crowded. The new rental the issue. 


Sony and the omicin o 


PlayStation Magazine went on tou 
the end of August, and the success af 
the venture may pave the way 
similar future events to take place 
Kicking off on Sunday August 17 3 
Birmingham International Convention 
Centre, the show moved on 
Manchester and Newcastle before 
finishing up in Glasgow on Thurséay 
August 21. Over 70 titles were 
display with products being provides 
by SCEE, Psygnosis, Virgin, Kasam 
Activision, Eidos, Ocean, BMG, 6 
and Mindscape. There was also 2 
presence from Sony's Net Yersze 
system, retail distributor GentreSot 
and representatives of PSI. 
With over 2000 retailers atten 
itwas Sony's biggest roadshow to 
{1} PlayStation demo pods like this and in many ways a travelling 
will be in Virgin mete ka (European Computer Trade Show 
country, allowing Lost We i seni 
crea Gepaiok advance of the real show this 
1 Lost World, 


With the success of this excursion. 
will be interesting to see wheter 


platform-based with a pseudo-30 other roadshows take place in w' 
effect. Turn to page 123 for a consumers will be allowed to 
review of the game. on the bus. 


BROKEN SWORD, RAGE RACER, SOU! OVER 100, OTHER PLAYSTATION TITLES. 
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Controversy in the House of Commons, the 
European Computer Trade Show and a whacky golf game 


g 0 ry from Sony - it’s all happening in the UK 


— 
London: sony ux have just announced 
plans to release an English version of their 
marvellous Japanese golf game, Everybody's 
Golf. Rather than take the serious approach 
of games like Actua Golf 2 or PGA Tour ‘97, 
Everybody's Golfis a much more comical look 
at the sport ~if you think of a golf version of 
Namco’s Smash Court Tennis you won't go far 
wrong. You can choose from 10 different 
cartoon-like characters and four different 
courses - there’s even a very hard crazy golf 
course for you to practise your putting skills 
on, We'll have more details after ECTS. 


Dundee: ir youre a regular Radio 1 
listener, you'll have heard all the fuss DMA’s, 
latest game Grand Theft Auto has caused, 
with one MP going as far as wasting house 
time questioning the morals behind GTA in 
the House of Commons. When we first 
heard the plot of the game (essentially 
driving around American cities stealing cars 
and shooting people) we thought there 
could be some sensationalism but didn’t 
‘expect anyone would go as far as this. 
When we put this to publisher's BMG 
Interactive's press and PR manager Gavin 
White, he would only say: ‘No comment." 


Leamington Spa: we do tike tennis games here at 
PSM but they tend to be very samey, 50 we were intrigued when 
we heard about Tennis Arena from Smart Dog. Published by 
Ubisoft, the developers have gone for what's been described as a 
‘Street Fighter’ take on the sport. If this is proving a little difficult 
to get your head around, let us explain. Rather than opting for 
normal tennis players Tennis Arena will introduce characters in a 
similar style to Namco’s Smash Court Tennis. Among the 
characters will be a sumo wrestler, some rather spicy girls and a 
huge basketball player. The arcade- type action will be multiplayer 
with the games taking place in some very un-tennis like places 
such as a Roman Arena and an Egyptian Pyramid, We'll be 
popping round to their offices this month to find out more about 
this interesting title. 


Middlesex: we received some bad news, recently, 
regarding the state of the Bruce Willis action game, 
Apocalypse. Due to problems with the code, the producers 
have taken the decision to delay the release until early in the 
new year. We questioned Activision's UK PR manager, Ben Le 
Rougetel, about the slip: ‘Apocalypse is one of our biggest 
titles. The main thing about the game is the way your 
character interacts with Bruce’s character — if this doesn’t 
work perfectly then there’s no point releasing it at all’. Just 
when it was looking promising, as well 


London: the beginning of 
September will see the biggest trade 
‘show in Europe. Known in the business. 
as ECTS , the European Computer Trade 
Show will be held at Olympia conference 
centre from September 7-9. Consumers 
can purchase tickets, but most of the 
games on display will be titles that most 
games journalists worth their salt will 
have already covered. As ever, the 
biggest stand at the event will be taken 
by Sony. Oh, and look out for the PSM 
team loitering around the bar, if you go. 
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Nightmare Creatures ups the PlayStation babe stakes, while the rest of the 
States gears up for the release of Final Fantasy VII... 


Nadia, from Nightmare Creatures. More of a dream 


creature in our opinion. 


» he’s sassy, sexy and she’s about 
WB to kick your butt, etc, etc. The 
leading lady cliché is nothing 
new, but following the excess 
SEED sex-cess of you know who, stim- 
hipped, buxom beauties are bountiful. 

The latest dream contender comes from 
Activision, from the world of its Nightmare 
Creatures. Nadia (why are these women never 
called Bertha or Hyacinth?) has recently 
been slimmed down by her lascivious 
creators in an attempt to give her 
even more appeal among us 
slavering fools. But Nightmare 


u need a cultural hook, think 
Sushido Blade whipped up with 
®esident Evil. There are two characters in 
this subterranean menagerie of monsters 
‘male and female), both of whom move very 
quickly indeed. At first, the combat combos 
are alien, but once learned, they have the 
same endearing familiarities as a string of 
Tekken moves. 

Although exploration is limited, there are 
weapons to be found, such as explosives and 
reams, Monsters, zombies and imps are of 
she usual variety, but they can be scary. The 
most fun is the ability to carve out their 
extremities, thus impairing their capacity to 
crack your head open. Anyone for a leg of 


walking dead? PlayStation 
watchers in the US are 
already predicting great 
things for Nightmare 
Creatures, which features 
18 levels, making it a 
hunka-hunka game. 

PC success has found the 
terrain tough on consoles 
when it comes to real-time 
strategy games. But 
Westwood are charging 
ahead with Red Alert, the 
sequel to Command & 
Conquer. Thankfully, the game 
now offers mouse support. 
Other improvements include a skirmish 
mode, which lets you indulge in death- 
matches against three other Al players. 
Many players tire of working their way 
through missions, and this is splendid 
relief. Westwood are still rubbing their chins 
over link-up. While it seems like a great idea, 
games which have offered link-up before 

reported weak take-up. Even so, PlayStation 
numbers were much smaller in the 
days of, say, the original Wipeout. 
Red Alert is scheduled to be 
released at the end of the year 
BP here in the US, so expect a UK 
launch early in 98, It'll feature 
the fully original Red Alert as well 
as 24 excellent skirmish maps, 

As | write, the US is getting ready 
for the launch of Final Fantasy Vil, which will 
be as great a test of this country's acceptance 
for Role Playing Games since Mario RPG on 
the SNES introduced the genre to a new 
generation, It's true that Suikoden and Wild 
Arms have won adherents here, but this is on 
an altogether grander scale. Sony have 
another RPG in Japan, called Alundra. It's an 
action-based title which has been billed as a 


(13 The US is gearing up for the 
release of Final Fantasy VII which 
will be a great test of the country's 
RPG acceptance. (23 Alundra will 
follow in its wake. 


‘Zelda-killer’. Sony, probably for much 
the same reason they have decided not 
to go ahead with Square's Tobal 2, 
won't bring the game over. But they 
have done the decent thing and 
handed English-language rights over 
to Working Designs, who are best 
known for translating RPGs for the 
benefit of Saturn owners. Alundra 
features over 7,000 gorgeous 
screens, with 800 sound effects and 35 
pieces of music. Battle sequences 
appear on-screen in real time, Working 
Designs say they were attracted to the 
game because of its complex Al, from the 
lowliest enemy right up to the spectacular 
screen-filling bosses. Does this mean more 
allegedly marginal Japanese games will be 
translated? Can it mean a reprieve 


the success of thei 
PlayStation Command & 
Conquer with Red Alert. 


for Tobal 2? Fingers crossed - 
here in the States. — 


SONY 


57162383581 


Find within the number above, 
two numbers, one of which is 
double the other, and 
which when added together 
make 10743. 


Warm up your brain for 
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+ There comes atime 
when an e-mail questionnaire just won't do 
and you have to meet the developers face 
to face. Well, that was our excuse when we 
were given the chance to visit EA Sports’ 
office in Vancouver to check on the 
progress of the ’98 versions of FIFA, NHL 
and NBA. We'll be getting the chance to 
quiz the producers of all these games and 
get an early look at what could well be 
some of the top games this Christmas. 


SPORTS. 


+ Inthe course of our work we often get the 
chance to go abroad to visit companies and development teams. Most of 
the time we visit the States, with New York and California our preferred 
choices, but very occasionally we get unusual offers like 
Australia or Tokyo. Both of these were eclipsed, 
however, when Gremlin invited us to Argentina to 
watch Maradona’s Boca juniors take on River Plate to 
promote Actua Soccer 2. PSM will take part ina 
match against Argentinian journalists and then 
experience a football atmosphere unsurpassed 
anywhere in the world, But it'l all be work, work, work. 


The World of 


Horse racing in Japan, football in Argentina 
and trips to Houston. You don’t have to bea 
rocket-scientist to guess it’s the world news... 


In Psygnosis’ monster 
space blaster Colony Wars, the Earth has 
been stripped, forcing people to colonise 
nearby planets. When these planets try and 
assert their freedom, the Earth Navy is 
deployed to stop any revolts and the 
colony wars begin. Purely with our readers 
in mind , we'll be jetting off to Houston this, 
month to visit the home of the American 
space agency NASA and find out how likely 
the idea is. We'll be chatting with 
astronauts, visiting mission 
control and having a go 
on some of the 
training facilities. 
More next month. 


JAPAN: Hudsonsoft, makers of 
the classic Bomberman series, have 
finally given up the ghost of platforms 
like the NEC and Sega and have 
announced plans to release their first 
PlayStation game. Based on the hit 
Japanese arcade game Bloody Roar: 
Hyper Beast Duel, it uses both 
human and animal characters in a 3D 
battle for supremacy. We'll give you further 
details as soon as we get them. 


00003289 “o6 
« 


JAPAN: Weal know how much the Japanese like their games — you just have to read the statistics for 
the sales of Final Fantasy VII (three million and counting). But even hardened industry insiders were 
astonished by the success of the latest horse racing (yes, horse racing) game. On the day before Derby 
Stallion was released, the pre-orders were far more than the pre-orders for FFV//, with 1.2 million people 
making sure they were able to take a copy home. For those 
unlucky few (thousand) who were unable to get a copy 
during the day, stalls were set up at railway stations, 
allowing that last-minute purchase. All this for a game in 
which all you do is bet on a horse again and again... 
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1, 23 Front Mission 
Alternative is an improved 
version of the original 
RPG. (3, 4] Escaper is a 
fast-moving, action- 
orientated adventure fut 
meplay choices. 
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Robot action games, a host of RPGs and an interesting fighting game in which 
strategy wins out over strength every time... 


(0, 22 Tenchu is an action/fighting game in which you play a ninja, but strategy 


fter releasing the Doom-type 
Kileak The Blood, and a gorgeous 
CG adventure called Kowloon The 
Gate (a translation of which 
should arrive in Europe very 
soon), SCE have recently announced five 
new titles to be released for the remainder 
of the year. The new line-up will include 
four action games and one RPG. 

Tenchu is an action/fighting game in which 
you take on the form of a ninja, playing as a 
male or female character. As in Bushido Blade, 
the action takes place in a Japanese-style 
castle among some gorgeous texture-mapped 
+30 backgrounds and players can fight 
anywhere in the castle. But Tenchu isn’t a 
pure fighting game like Bushido Blade ~ in 
gameplay terms, it's more like Konami's 
‘Metal Gear. You must progress very carefully, 
watching your shadow and looking for 


(13 Ragnacouer Is a classic RPG in which the player must prove his 
fighting prowess. (2) DamDam is based on an old children's game. 


rather than combat is the game’s main objective. (3, 4) Pilot a metamorphosing 
robot in the 3D action game, Gunbike: Speed Power Bike. 


good places to hide. Once discovered you 
must of course defend yourself and fight, 

but strategy rather than combat is the main 
objective here. 

Escaper is a fast action-oriented adventure 
featuring some ‘super-hero’ type characters. 
Moving freely through a 3D world, the player 
must discover and overcome obstacles to 
progress, using a variety of items he discovers 
along the way. Character animation is very 
smooth, although the backgrounds appear 
less sophisticated than in Tenchu. Players 
must solve mysteries in order to progress 
through the game, although the main 
character must of course also defeat a few 
annoying enemies. Time also seems to be an 
important factor, as players are reminded by a 
clock which is displayed on-screen. 

Ever since the popular Gundam TV series, 
robot games have been a particular favourite 
with the Japanese. But whereas in the days of 
16-bit, robots were blocky and character 
animation not so fluid, with the arrival of the 
32-bit this genre seems to have developed and 
plenty of robot-action titles are hitting the 
market. Gunbike: Speed Power Gunbike is one 
such title and promises to offer some 
interesting features. In Gunbike the player 
pilots a robot that is able to mutate into 
different forms — such as a motor-bike — at 
various points in the game. But in order to 
metamorphose the player has to reach 
maximum speed, then decide the most 
appropriate shape according to the situation 
and its objectives. The game contains highly 


detailed 30 texture-mapped backgrounds and 
there are all kinds of spectal weapons effects, 
lending the action an animation movie feel. 


Ragnacouer is a classic RPG in which the 
player must prove his fighting prowess. The 
game uses a Memory card Battle System 
(MBS) which allows players to save th 
character's data, then use this to enjoy a 
special Battle mode two-player game with a 
mate. The game offers three different maps as 
well as some 3D battles and it'll also be 
possible to use some magic powers. 

Taking a slightly more innovative 
approach, Dam Dam Stompland is based on 
the children's shadow game — where if you 
step on someone else’s shadow, you lose. 
Exactly the same principle works here, with 
the main character, a prince called Dam-Dam, 
being the one who must avoid being caught. 
Despite its strange name, this title offers some 
original gameplay. 

‘And finally, from Square comes Front 
Mission Alternative. Front Mission was an 
innovative simulation RPG that was released 
two years ago on other formats. This version 
takes place in the same world, but scenes are 
row, of course, made up of polygons and take 
place in real time. The fighting area is larger 
than in the original and the player must 
carefully weigh up all the areas before 
deciding a strategy. Extra features are 
available, such as troops being able to 
parachute, and there'll be numerous 


events contributing to the dramatic | 4% 
atmosphere of the game. ne 


SONY 


MAYBE LUNCH WASN'T SUCH A GOOD IDEA. 


@* 


SOUNDTRACK BY APOLLO FOUR FORTY. 


THE ULTIMATE POWERBOAT RACE. 


"Wp" and “PlayStation” are trademarks of Sony Computer Entertainment Inc. 


OEE 


= 28% COMPLETE 


z Sony’s pad gains success with gamers 


ast month saw the surprisingly Meadowhall, however, the story was reported a similar story when we spoke to 
quick release of Sony's new somewhat different: ‘The pad’s sold really their operations manager, Colin Childs: ‘It’s 
analogue pad. After a few soo well. Initially there was a problem, with a done reasonably well, even without us using a 
weeks on sale, the 4 lot of people buying it to play with V- photo in our advert... but we expect it to do 
pad, which is Rally, but now we're asking _even better once we get a picture of the pad’. 
designed to give gamers an 7 people what they're ‘Asa nice bonus of the analogue pad’s 
extra dimension of control, has been : going to use it with to release at £24.99 is the reduction in 
voted a great success across the country. Re avoid any confusion’. Mail _ price of the standard Sony pad at the 

It is well-documented that the Japanese order company Software First __new bargain price of £17.99 
version of the pad includes a very effective 
builtin rumble-pack, so when the UK 
version arrived minus the aforesaid we 
expected gamers to be alittle miffed — yet 
another example of the UK gamer getting a 
raw deal. It seems we were wrong, as proved 
by the impressive sales figures being reported 
by everyone we questioned. The only 
exception came from companies that deal with 
imported software. 

Geoff Knox, from 101 Computer Games, 
said he'd only sold one or two: ‘Most people 
who buy stuff from us want the Japanese 
version with the built-in rumble pack — it feels 
like you're getting half a pad with the UK one’. 

Speaking to Steve Slater, at Game in 


The Gallup top 20 of 
PlayStation games on sale 
now. With last month's 
placings in brackets. 


a INE] V-Rally 

2 [3] /SS Pro 
Kona 

3 [NE] Power Source 
SCEE 

4 [35] Worms 


Mech Warrior and Porsche 
Challenge, just two of the 


5 [NE] Rally Cross 
SCEE 

6 [6] Tomb Raider 
dos Interactive 


7 [al Alien Trilogy 


8 [9] Fade To Black 


PlayStation was all about beat ‘em ups and driving games? 


Having spoken to a few people in the trade, this month, there's one name 
which sums up PlayStation sales — V-Rally. Everyone is going absolutely ON SALE NOW! 


10 [8] Soul Blade 


a apes mad for Ocean's superlative rally sim. Speaking to Geoff Knox at 101 Information supplied by 101 Computer Games, Luton. 
Computer Games in Luton, he told us he was getting orders for the game 

sa bai aieotsl bees daily “I can’t get enough of them —I've got alist of people who've sent Paappa the Rapper__ SCEE__ sas ___8/10 
year the money for the game but there's nothing you can do if you can't get. Monster Trucks “Psygnosis PSMI7 7/0 
ts bsnl Rood Rash the games from your distributors. I'd be selling six copies a dayif could Tiger Shark _ GT interactive ps2 av10 
See get hold of them.’ Other games currently selling well include Rage Racer Xevious 30/6+ SEE —PSM23 6/10 
a sel Rides Racer and Soul Blade, Looking at the games released this month, they include War Gods. GT interactive psw22 3/10 
S the bargain of the month Transport Tycoon (we know we mentioned it Transport Tycoon __ _Ocean PSM20__6/10 
i (oles mattions last issue but it really is a bargain). Forty-five pounds of your money will Explosive Racing _ JM Interactive psM24 6/10 
; get you the game, a mouse and a mouse mat. Not bad at all, Geoff Actua Golf 2_ — Gremlin —psw22 7/10 
einai Continued: ‘The game which everyone seems to want at the minute is AllStar Soccer. Eidos Interactive —Pswz3 6/10 
‘Actua Golf 2, I've had a lot of people calling about and with quite a few Dynasty Warriors Ocean Psd a0 


3 37 [38] Tekken 


48 [10] FIA Formula One 


MMENDS 


49 [17] PGA Tour Golf ’96 


Electronic Art PaRappa the Rapper vRally 
> 20[RE] Crash Bandicoot ‘A game unlike any other. As PaRappa you must work your Yeah, so we recommended this last month but we 
: SCEE way through six levels, performing in all sorts of tasks, thought that since it still number one in the charts we'd 
a from learning martial arts, to appearing on a TV cooking mention it this month as well Forty-five tracks, 11 cars 
show to learn how to bake a birthday cake for the love of and no end of secrets will keep you at the wheel of this 
your life, Sunny Funny. Strangest game of the year ‘marvellous game for an age. 
‘Actua Golf 2 Power Source 


Here at PSM we like to do everything we can for charidy 


‘Okay, so it’s golf but if you can't be bothered to actually 
so when we saw the Prince’ Trust charity CD, Power 


Visit your local links and spoil a good walk you could do 
a Jot worse than try this digital version. With six courses 
(three real, three imaginary) and a top commentary from 
Peter Alliss and Alex Hay, Actua Golf 2is great fun. 


Source, had entered the charts at number three, we had a 
‘warm glow in a hearts. if you haven't had the chance to 
‘get hold of one, you're missing out on a bargain. 


v) |PC 
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BE PREPARED... WE’RE ON OUR WAY! 


> 


COMP 


LETE 


GREAT MOMENTS 
IN VIDEOGAMING 


Number 24: 


Meeting Prince Fleaswallow 
for the first time in 
PaRappa The Rapper. 


thing to do, in fac 
down right easy af 
ut for sheer gaming fun there 
are few things better than the 
first time you meet up with the 
amphibian teacher endowing 
vell-honec 
niques. Everything is cool 
this frog ~ his hat, his 
shuffle and his voice . Not 
since Barry White Was last 
played in the PSM office ha 
We heard such deliciously deep, 
tones. His stage starts off fairly 
hard but on 
the sultry rhythms, you'll find 


pu've mastered 


him one of the best (and the 
funniest) characters in the 
th screwing up 


game. I 
the final bit 
him strut his stuff just one 
more time. 


ot on the heels of our incredibly 
popular Blazing Paddles 
competition in issue 18 comes 
another giveaway from those 
digital direction demons of 
Doncaster, Fire International. Since we last 
got together with them, they have 
developed some even stranger designs. 
Readers last month will have seen the 
‘camouflaged Hyper Combat pad and their 
Driving Pad but we've since taken delivery 
of the Hyper Fighter pad (a lovely blood 
splattered bone design) and a glow-in-the- 
dark Hyper Extreme pad, perfect for those 
under-the-bedcovers gaming. Included in 
the same parcel was their new budget pack 
of a Blaze pad and a one meg memory card. 
If you'd like to win one of 10 Blaze 
competition packs (x hyper duo pad and one 
pad from the Hyper series) then get on your 


thinking caps. In keeping with our competition 


last time, the Fire team have asked you to 
write in with your favourite joke, along with 
the answers to these very simple questions: 


y. d screen ma logy io Fujitsu an 


S and memory car 


Oh and don't forget to mention which hyper 
pad you want ~ the Combat, Fighter or the 

Extreme. Entries received after 
October 3 will be heartlessly laughed | B| 
at. Oh, and Rob's decision is final, [== 


3) How many special pads do Blaze 

now produce? 

2) Name two Hollywood films about firemen. 
3) How many boxers does it take to change 
a lightbulb? 

4) Tell us your favourite 


joke. j 


Entries should be sent to 
“Return of the Blazing 
Paddles’ comp, PSM, 
Future Publishing, 30 
Monmouth Street, Bath, 
BA1 2BW. 


‘They're back. That technicolour range of memory 
cards and controllers which are highly sought after 
in the PSM office. And you can win some for your 
own personal use. Read on... 


‘ssentia 


fyou’re one of the 
very few PlayStation 
gamers for whom 
money is no object, 
then perhaps you 
might be interested in this 
impressive new TV from 
Fujitsu. Looking like something 
‘out of Total Recall, the 
Plasmavision 42 is the very 
latest in screen technology. 
Rather than try and increase 
the width of the screen, Fujitsu 
have worked on decreasing the 
depth. And boy, have they 
succeeded ~ measuring less 
than 6 inches, it’s thinner than 
your PlayStation. 


For the technically inept, 
Plasmavision is the latest display 
technology which allows 
manufacturers to use top-quality 
flat-screen TVs. The Plasmavision 
system creates an array of cells, 
known as pixels, which are 
composed of three sub-pixels 
corresponding to red, green and 
blue (RGB) on the screen. Gas, in 
plasma state, is then used to 
react to phosphors in each 
subpixel to produce coloured 
light (red,green and blue) in the 
same way as a conventional 
cathode ray tube. To ensure the 
best picture quality each sub 
pixel is controlled by electronics 


long with PlayStation 
Power's eye-catching 
Street Fighter Ex Alpha 
Plus cover come the 
usual top-notch 
reviews of some of the summer's 
best titles, from PaRappa The 
Rapper to The Lost World. If 
this isn’t enough, you could 
learn about some of this 
winter’s top titles in the 3D 
platformers feature, Not to 
mention (but we do every 
month) a fantastic 
listings section 
detailing every game 
ever reviewed and a 
massive tips book guaranteed to 


producing full 16-bit colour. 


get you out of all kinds of scrapes. 
There was much celebrating, this month, as we 
welcomed back Essential PlayStation after their re- 
launch which sports a very sexy new look and a 
fantastic cover disc 
featuring Tomb 
Raider, Tekken 2, 
Crash Bandicoot, Command & Conquer. 
Along with this bargain is a huge guide 
to every football game available, the 
final word on whether Soul Blade is 
better than Tekken 2, and brand new 
sections devoted to racing, fighting and 
sports games. If you've not bought 
these magazines yet, make a 
visit to your local newsagent 
now. They're worth the trip. i 


Enough of the 
physics, we hear you cry, 
‘what about the price?” 
Well, like we said, you 
really do need to be 
loaded to get one of 
these wonders. Without 
VAT the price seems 
almost realistic (if you'd 
rather have a TV than a 
car, that is) but add VAT 
to the bill and it clocks a 
retail price close to 
£11,600, and you 


don'tevenget |B 


any speakers! oes, 


“A LEGEND SET TO BECOME A PHENOMENON IF THERE IS A GAMES GO 
MEAN MACHINES 1995 - 95: 


THERE IS MOST DEFINITELY A GAMES GOD 


FIRESTORM THUNDERHAWK 2 JOINS THE PRESTIGIOUS RANKS OF THE PLAYSTATION PLATINUM COLLECTIO! 
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HE LOST WORLD 


SuRssic PARK 


We WEFE sorting through the 
post, the other week, whenwe stumbled 
across alittle parcel fromthe Japanese 
Keychain company in Doncaster. When 
we opened the package, out tell all 
sorts of little electronic games based 
‘on Steven Spielberg’s latest digital 
dinosaur flick, The Lost World. Miter 
we'd handed a few around the office 
we still had 10 left so we ‘thought we'd 
give the extra key chains to the first 
10 readers who write in telling us the 
breed of the dinosaur that rampages 
‘through San Diego at the end of the 
film. Send your entries to: “| want 2 
Doncaster Dinosaur’, PSM, Future 
Publishing, 30 Monmouth Street, Bath, 
BAT 2BW. And remember, the first 10 
win, so there’s no point sending in 
your entry two weeks after you bought 
‘the mag — get ‘em in now. 


hen it comes to arcade games 

there are very few companies who 

can beat the track record of 

Namco who have brought us such 

classics as Tekken 3 and Aqua Jet. 
Until very recently their presence in the UK 
was limited to two or three Namco 
Wonderparks, but this is all set to change 
with the opening of their new ‘interactive 
‘entertainment centre’ - the Namco Station. 
Set deep in the heart of one of London's 
biggest buildings, County Hall, not only will 
the centre be a mecca for gameheads 
wanting the very latest arcade games, it'll 
also be source of entertainment for the 
whole family. 

You'll be able to play pool in the American 
pool saloon, ride the turbo bumper cars, or 
take a break from beating the crap out of 
ital) mates and relax over a beer in the bar. 
Unlike certain other branded arcades, entry to 
Namco Station is free with the prices of the 


Nameo have made their name as purveyors of top-quality arcade games; notabl 
Tekken 3 released this year. Now, for the first time, 


their machines are 


weailable under one roof at the Namco Station in London's County Hall. 


games should be around sop with driving 
games set around £1. Namco aren’t too sure 
how many games will be on offer as they are 
adding more and more games by the day, but 
expect plenty of top-quality games like Tekken 


Excluding any technical hitches, Namco 
Station will open for business in the second 
week of September. If you want to see PSM 
there, will be the ones dribbling next 
to the Tekken 3 cabinet waiting for 


games kept as low as possible, so fighting 3 and Rave Racer. 


Okay, so maybe you 
won't come up with 
Tomb Raider or 
Tekken the first 
time round... 


in more tame 


¢ often receive letters asking us how to get your game 

ideas published, so we thought we'd use this as an 

opportunity to remind you about the Prince’s Trust 

design-a-game competition taken from the excellent 

Power Source compilation. If you want a chance of 
winning £2,500 towards publishing your game, all you have to do is 
write, in no more than soo words, your idea for a top game (you can 
also include drawings of your idea on one sheet of A4). 

Prizes for the two winners will include a meeting with the Prince's 
Trust advisors to discuss the business potential of your game and a 
more-than-generous £2,500 grant to help you get the game published. 
Other prizes include up to £750 worth of Sony hi-fi, a year's 
subscription to PSM and a copy of every game published by Sony 
during the year. Anyone wanting further information should write to 
Prince's Trust Trading Ltd, 19 Park Square East, London NWa 4LH 
quoting ref. CADEPT. Alternatively, you could write to Sony Computer 
Entertainment, 13 Great Marlborough Street, London WIV 2LP, ref. 
PTCOMP. Requests for the competition rules should be sent by October 
30. Surely this and the ELSPA competition should get your 
creative juices flowing — welll keep you informed of how the 
competition is going. Once again, good luck! 


turn to get a bit handy. 


Design fOr |e, rcs 


hile we're on the subject 
of games design 
competitions, we 
thought we ought 
to remind you of 
the ELSPA Game Designer of 
the Year compo. The 
competition has been set up 
by the industry regulators to 
uncover the next generation 
of games designers. As if you 
needed any extra incentive than 
the title of Game Designer of the 
Year, the winners will each receive a 
Yaroze, with the overall winner collecting a cheque for £5,000 at a 
top industry dinner. 

The competition is split into three categories. The first is a 3D 
animation sequence - this can be on any subject with or without sound 
and no bigger than 2Mg. The next category Is for demos or animated 
story boards. Entries should consist of game story ines, animated story 
sequences and a written brief including story-line, concepts and 
gameplay ideas, Limit these to 5Mg. The last category is for a full game, 
Limited to 10Mg, the game should include documentation and will be 
judged on programming ability, creativity and game design. 

Entries can be on any system and can be submitted by anyone 
except those who've had work published professionally or as shareware 
and haven't worked in the leisure software industry for five years. If this 
little lot hasn't put you off, send your entries to the following address: 
Consumer Game Designer of the Year, ELSPA, Suite 1, Haddonsacre, 
Station Road, Offenham, Near Evesham, Worcestershire, WR11 SLW. 


Good luck Hopefully you'll be a few quid better off as a result i 


of your efforts and we'll be reviewing your PlayStation game 
this time next year. 


MAXIMUM MULTI-PLAYER RA‘ 


Featuring 32 vehicles, 48 head-spinning 3D tracks, dev: 
up to 8-players all racing against each other, Mic 
number one multi-player racing game ol 


“Absolutely brilliant aa) 1G) Oificial PlayStation magazine, “Indecenttly goo! 
“The greatest mul teialer Game tomine Playstation’ 94% PlayStation Plus, “ 


TO MAGHIMTES 
———s 


iat Nol — Codemasters 
oo wa NOW ONLY £34.99"" www.codemasters.com 


on 2 


= 


37% COMPLETE 


..that next month's top 10 selling 
games will look like this. What do 
you reckon? If you can get any 
er to the final 1o than this 
with your guess, then we'll send 
you whichever game is at number 
‘one. Answers on a postcard to the 
usual address, labelled ‘Top 10" 


4. (a) V-Rally 
Ocean 


2. (2) ISS Pro 

3. (3) Prince’s Trust 
SCEE 

4. (NE) Actua Golf 2 


5, (NE) Monster Trucks 


sygnosis 
6. (6) Tomb Raider 
Core 0 Eidos 
7-(5) Rally Cross 
EE 
8. (NE) Actua Soccer 
Platinum 
9. (NE) PaRappa The Rapper 
EE 
30, (NE) Loaded 
Platinum 


-auapadya sw Ut 
yews Aaaid yiog (oF “seueB xnauhiow Jed 
(G-uuaig (2005 yo2youds>ey ("99D 
jua6injarui (“2415 409j2nN (S"ueRDO (H 
‘aukpig ‘yinossy “101451 Jo wsniay YL 
‘sup]9 2y2H 2yL pus 1!u99 9UL “PHOM 
and (E oie, (@"MONENSEOLJ ABUL “UENPND 
aus deayy deay> ‘tesoow soronnsuy 
aysew uowuo. dou doyp “Auuny Auuns 

{equioy jeIUaW 0} SIOMSUY 


East meets West, this month, as 
PSM’s two correspondents cross 
time zones and cultural divides to do 
Mental Kombat. They maintain 
their anonymity, however, so that 


their cover isn’t blown, their 


clandestine reportage is not Name: Japanese Correspondent Age: 27 Job: PSM Name: US Correspondent Age: 29 Job: US 
; i faponese Correspondent Favourite games: PoRoppa Correspondent Favourite ames: Our all Avner can 
jeopardised... and, no doubt, to The Ropperis a recent favourite, but fighting games boy (who's actually from Manchester) has become 
‘ idi are the staple diet of our man in Tokyo. But is he ready ‘something of a sports fan. Basketball, baseball... but 
continue avoiding the Taxman. fora tussle with our surrogate Yank? how will he do at fielding our questions? 
Pauesions JAPANESE CORRESPONDENT US CORRESPONDENT 
‘i Name three characters from PaRappa The Sunny Funny, Mooselini and the Onion Master Sunny Funny, Onion Master. 2/3 
Rapper 3/3 
+2. Who developed Ray Storm? Taito 4/1 Sony Japan oft 
3.Name two of the games on Namco Museum — Pac-World 4/2 Assault and The Return Of Ishtar 2/2 
Volume Four 
‘4. Who are publishing Jersey Devil? Don't know 0/1 Noidea oft 
5. What is the latest Strike game called? Nuclear a/a_— Nuclear af 
6. How is Kurushi known in Japan? 1a aft Pass. ofa 
How is Air Race known in the US? Reciproheat 5000 4/1 Reciproheat 5000 afa 
8.Who are to publish judge Dredd in the UK? Don’t know o/2 Gremlin * afa 
9. What have Theme Park and Syndicate Both great games? o/1 Both from Peter Molyneux aa 
Wars got in common? 


‘40. Which is best, New York or Tokyo? Tokyo 1/1 New York. afa 


VERDICT 


9— Good show from our man in the land of the 
rising sun. 


‘9— Again, some tough Anglo questions but 
the boy from the States done good. 


ere in the United Kingdom, we may not have sushi and The questions 
saki, or Budweiser and pretzels (although most foreign 
food products are widely available at Waitrose or 
Sainsbury), but we can feast on an excellent diet of 2) What is the tallest building in New York? 
PlayStation games and magazines. So in the Best of 
British spirit, here is a sporting chance for the local underdog to 
make good, Answer the questions and win some prizes... 4) Is sushi nice? 
Answers on a POSTCARD to: 

QuizStation 24, Official UK PlayStation Magazine, 
30 Monmouth Street, Bath BA1 2BW. Entries to us by October 3. 6) Broadway and 7th Avenue meet at what Square? 


1) What is the capital of Japan? 


3) What is the currency of Japan? 


5) Which street is directly South of 21st Street? 
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THE ULTIMATE 3D COMBAT 
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VALLAH PAGAN ANUBIS MAXIMUS 
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Mark Akester 
‘Age: 24 
Job: Senior graphic designer 
(or 2 and a half D artist) 
es, thanks 
And those as well 
;chumacher, Games, 


Star Wars, Star Wars game: 
illeneuve (sorry, 

Cheryl!) the fact that all Star 

Wars games come out on the 

PC first, and I've only got a 

PlayStation at home 

Your boss: Chud 

You're the boss: Not until | 

=) find a volunteer 


K PlayStation 


he games industry is hard to get 
T into. | started by going to art 
college, then took graphic design 
for a Multimedia degree. 

‘Multimedia’ is a nasty word, 50 | 
tried Looking for a job in games. As most 
vacancies seemed to be for 3D artists, | then 
took an MSc course in 3D Computer 
Graphics. This got me into programming, so 
I fled into a project placement with 
developers Bizarre Creations - | phoned 
them the day they started recruiting for 
Formula Jammy, eh? 

Everyone in this industry has their own 
ideas about hours and approach to working. | 
usually start at around 8-gam and leave 
around 6-7pm, but this varies depending on 
deadlines. As an artist | tend to suffer less 
from last-minute rushes than programmers, 
and often have to pick my way through 
sleeping bodies to get to my desk in the 
morning, If there’s something important 
needed, such as a magazine cover, you can 
work most of the day and night to get it 
looking perfect. 

‘Although the last two years have involved 
a range of work, from designing Ft front-end 
graphics, through building circuits, to high-res 
marketing stuff, 'm now having a more 


relaxing time producing Ft ’97 images for 
magazines. At Bizarre Creations, we all work 
‘ona variety of software, both 20 (such as 
Photoshop) and 3D (such as Softimage), but | 
prefer to specialise in the 2D field, using 30 
models as a basis. 

So after the obligatory three cups of tea, | 
begin to work on the cover image for Official 
UK PlayStation Magazine. Having a cover is a 
real buzz for both the team and the artists who 
work on it. Firstly | set the scene up by loading 
in a real Fa circuit onto the Silicon Graphics 
machine. While waiting, | get a chance to play 

the game, and 


‘The remodelled FT 
197 Silverstone 
circuit - see page 
yuiew. 


94 for a full 


oct 


FI games, 


jzarre Creations. 


“If there’s something important needed, such 
as a magazine cover, you can work most of the day and 
night to get it looking perfect’. Mark Akester takes you 
through a day in his life as Senior Graphic Designer at 


Bizarre Creations... 


harass Dave about his Action Al ~the 
conversation is mainly me telling him to make 
Schumacher the best! 

Even though I've been working on the 
games for over two years, now, | still love 
Formula One. So | was well pleased when we 
got to go to both this year’s and last year’s 
Grand Prix at Silverstone. On the downside, 
though, my presence there seems to have 
jinxed Schumacher, because both years 
he has failed to finish. | had to re~ 
model the Silverstone circuit for 
the new game, as there were 
changes to be made — this 
is the model I'm 
loading in for the 
render. Two 
hours and 

another few 
cups of tea 
later, the 
scene is 


loaded and | can start to set up the cars on the 
grid. It’s a bit like being an Fx photographer, 
but you get to line up your ideal shot by hand. 
When I'm happy | do a test preview, which 
takes a couple of hours to produce. The 
afternoon is then spent changing the set-up ~ 
and changing drinks to coffee ~ then going for 
the final render. This can take a few days to 
produce, unless | can prise Halli off the new 
Intergraph PC. 

1 know I'll have to spend many hours 
tweaking that final image in Photoshop, whic 
will have to be done when the render’s 
finished. So | have a couple more cups of 
coffee, make sure the SG hasn't crashed, and 
then call it quits for the day. | wander home 
and plug in the PlayStation to get down to th 
extremely important task of guiding the 
Raiders through another stressful game in th 
year’s season. If you want an 
independent reviewer for Madden '98, 
by the way... 
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Big Bloke. 
Big Game. 


“THE BEST RUGBY GAME I'VE EVER COME ACROSS” 
9/10 PlayStation Pro 


‘STARPLAYER 


= ee os 
With all the speed of the backs, and the aggressive power of the forwards, comes the 
definitive multi-player rugby game featuring - tackles, scrums, lineouts, rucks and mauls. 


Website: www.cademasters.com 


©1977 


NOW £34.99"" 


PlayStation~ 


THE BEST SELLING 
RUGBY GAME* 


With serrated teeth to slice through hone, of course you cai. 
Rip it up as the Tyrannosaurus Rex in the most intense 
gaming experience in history. 


ttl 
CAN YOU SURVIVE 


oct 


COMPLETE 


Check out the slalom 
gates. Go through them to 
score bonuses. 


PSM go straight to th 


new PlayStation titles coming soon... 


Style: Racing game 
Publisher: 
Developer: In-house 


remlin 


Release date: November 


Those of you who've bashed 
pad and wobbled stick for a 
number of years will be aware 
of Gremlin’s Lotus racing 
games. The more recent gaming 
converts should remember 

last year’s Hardcore 4x4. Next 
in line for the vehicular 
translation to console are 
remote-controlled buggies, 
little fellows with chunky 

tyres which bounce along 


there, ef 
(41 There are 16 bu 


117 And you find remote-controlles 
the tomb of Tutankhamen. 


Not really. (23 Stars in th 


cars in the stra 


e horse’s mouth to bring you news of some of the major 


st of places. Here's one we found in 
eyes. There's some camera going on 
Saint buggy. zapped from the heavens. Divine interventions, always splendid. 
‘gyies from which to select. 053 Almost like littie Mario's castle, innit? 


merrily. Gremtin’s very own 
Mark Glossop wants to tell 
you more. 


Describe your game in 100 words. 
Bugay'is a colourful and fun 
driving game with plenty of 
hidden surprises. The player 
takes control of one of 16 super 
compact buggies. Each one is 
radio-controlled and sports its 
‘own distinctive paint job and 
handling characteristics. They 
are raced across a variety of 
circuits, ranging from road 
tracks to sunny beach settings, 
and each has its own distinctive 
features and game furniture. 


‘The game can also be played in 
two-player, split-screen mode for 
maximum head-to-head 
PlayStation fun. 

The tracks are littered with 
obstacles which can be avoided 
‘or jumped, the latter often 
propelling the buggies high into 
the air. While negotiating the 
track furniture the player must 
attempt to pass through as many 
of the slalom gates along the way 
as they possibly can. By 
completing various colour 
combinations of these the player 
is awarded bonuses, ranging from 
power-ups to secret tracks or 
vehicles. Players do not have to 


complete gates, though 
performance will be reduced if 
this is the case. 


Is there anything in Buggy 
which we haven't seen in anoth 
game before? 

The vehicle morphs in response 
to certain power-ups. For 
example, the buggy’s aerial wil 
rotate ina helicopter rotor-blac 
motion and the wheels fold 
under the body when a hover 
power-up is acquired. 


So what games have influence 
the development Buggy? 
Bugay Boy (ye olde arcade 


®=297''s blessed with a plethora of remote-controlled cars which all have their own custom paint jobs. The cars bounce along at a ridiculous rate - you can hurtle huge leaps and still keep 
‘S=eme! of the four-wheel-drive car. You can also grab the Mega Grip power-up which lets you steer a path up previously inaccessible sheer cliff faces. Check out some of the level titles... 


2 There are power-ups 
qwhich let you do some wild 
seeff. Like turn the buggy into 
@ Belicopter. Wild. (23 Gremlin 
fave included a two-player, 
‘split-screen mode. [3] Be 
grepared for the cars to 
‘Seance. (4) Helicopter alert. 
2 Look out for short-cuts. 


Mario Kart (SNES), 


‘key, what's going to be the best 
tin the game? 

Pees off 2 jump, flipping and 
hen landing cat-like on 
wheels before picking up 
Grip power-up and 

up a sheer cliff face toa 
y inaccessible area. 


Set why will Buggy be better 
Pe al the other racing games? 
an speeding down long 
aights and around dull 
mers, a game of Buggy 
intense driving 

The tracks are such 


Loaded and Hardcore 4x4 behind 
them, 


‘So why should anyone care about 
Buggy? 

Because this is a unique driving 
game which was designed with 
rewarding gameplay in mind. 
There certainly aren’t any other 
motor vehicle games like it. There 
are so many clones on the market 
we knew we could do something 
completely different and give 
gamers a new take on the racing 
genre. Hopefully, Buggy’s 
intuitive handling and multi- 
player options will provide a new 


or bonus vehicles which will be 
tucked away in their deepest, 
darkest recesses. 


Any great techy bits or cool 
programming techniques? 

The special effects associated 
with power-ups are simply 
stunning. Also the Al of the 
competing vehicles is extremely 
advanced. Not only do they make 
educated decisions about which 
route to take through a level, they 
also adjust their speed for 
comers and perform intelligent 
over-taking manoeuvres. 


What have the guys ’n’ gals on 
the team done before? 


dimension in racing games. 


Any secrets you can tell us? 

Two of the Buggy track designers 
started life at Gremlin as Helpline 
operators (a very long 
time ago). It keeps them | f% 
off the phone... 


ter winning a race 
want to replay it just 
secret areas, shortcuts 


Our programming team have 
three years of PlayStation 
experience with titles such as 


(1 Always a pleasing addition in racing games is the 
split-screen, two-player option. (21 The handling of the 
cars is quite unlike anything else on the PlayStation. 
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(1) The Japanese will, of course, be 
translated for these shores. (2) FFVII 
blends real-time action with fantastic 
animated sequences. (3) It's the biggest 
PlayStation game in Japan. (4) Look to the 
stars. (8) The calm... (61 ...before the 
storm. (7) Trapped in the urban sprawl. 


Style: Role playing game (RPG) 
Publisher: SCEE 
Developer: SquareSoft 


Release date: November 


In Japan, it’s the biggest 
PlayStation game there's ever 
been. The waiting isn't over for 
UK owners, just yet, but this 
looks like being such a classic as 
to appease even those who 
wouldn't normally touch 
anything with a menu-driven 
combat system. 


A few changes will be made 
to the transtated FFVII: random 
monster encounters will be 
reduced, for instance, and a few 
of the difficult sub-plots have 
supposedly been altered to make 
them more acceptable to the 
‘American palate. The RPG purists 
are obviously outraged, and how 


(1) Those who 
have played the 
SNES versions will 
be familiar with 
the characters. 

(2) The defection 
by SquareSoft from 
Nintendo to the 
PlayStation was a 
coup for Sony. 


much this will affect the overall bs 0 
appeal of the storyline remains 2133 3 Sl 
to be seen, but it hasn't lessened aa 


the fervour of anticipation for 
‘Square's most ambitious game to 
date. We ask the questions... 


Describe the game in 100 words 
The latest in the Final Fantasy 
series is the closest Square have 
come to their ultimate goal of 
blending real-time action with 
FMV-quality animation, in an alt 
encompassing, totally absorbing 
and immersive interactive gaming 
experience. This seventh heaven is 
a mix of stunning backdrops, 
adorable and believable 
characters, intriguing plots, 


4. 


a 


wb 


For many years, Cloud Strife (above left) has worked loyally for the massive Shinra Corporation. But when he discovers the true nature of Shinra - that they are draining away the world’s 
soul, its life energy — Cloud escapes and turns mercenary. He is approached by the ecological terrorist group Avalanche and he agrees to help them destroy the Shinra organisation. 


pulsating battles and tricky 
puzzles, which all add up to the 
best RPG yet to appear. 


What's the plot? 
The world of Final Fantasy Vil 
expands on FFIll's concept of 
Magitek, where magical forces are 
2 reality and have thus been 
corporated into the technological 
progress of civilisation. This isn't 
your typical fantasy setting: vast 
chimneys belch smoke, steam 

fins criss-cross the urban sprawl, 
neon signs crackle in the rainswept 


transpires that Mako is a ‘dark’ 
orm of magic, and its insidious 
corruption of the Shinra 
Corporation has created a police 
state by empowering a security 
jorce. You begin the game as an ex 
soldier-turned-revolutionary, and 
eimediately find yourself assisting 
rorist group called Avalanche 
their attempt to overthrow 

ra and restore balance to the 
exploited world. 


[7 Romance, fantasy, 
magic, action and 
adventure are the 
ingredients which haw 
made the FF series 
such a hit. (2) FFVII 
has @ huge non-linear 
storyline which 
embraces a massive 
range of locations. 


truns between towering factories. 


Is there anything in this game that 
We've never seen in any other? 
IFyou've played SNES versions of 
the Final Fantasy series, then 
possibly not. There are slight 
deviations from the first six, and 
the music and graphics are 
obviously enhanced. But as a 
PlayStation starting point, 
continuity was very wise. For 
novice owners, however, this wil 
be like nothing you've seen. 


What other games have influenced 
Final Fantasy VII? 

Final Fantasy, Final Fantasy ll. 
need we go on? There is a whole 
history of RPGs and all the paths 
that lead Square here were 
winding. In Final Fantasy Vil, 
however, there have been more 
Western influences both externally 
and from those on the team. 


What’s going to be the best bit of 
the game? 

Taking an already believable story 
and gameplay and placing it in an 


(1) For players unfamiliar with the style of gameplay, 
there will he tutorial lessons to get you started. 
{21 The action is combined with CGI movie sequences 


environment that now looks real is 
a real shock to the senses. 


Why will it be better than any other 
game of its ilk? 

The characters, for a start. Square’s 
scriptwriting talents are once again 
employed to make you fall in love 
with the characters, then 
mercilessly pull your emotional 
strings as they experience 
suffering, joy, love, betrayal and 
even (whisper) d.e.a.t.h. Also the 
quest is huge, straddling no less 
than 3 CDs, and with so many 
locations that the average 
completion time is reportedly 

320 hours, 


so that when the dizzying 
camerawork finally comes to a halt, 
the scene on which it settles is also 
the environment in which your 
character can explore. The 
direction is seamless. The combat 
sytem boasts AD&D complexity. 
Weapons and items have slots in 


Any specific technical innovations 
to speak of? 

At first the system might seem to 
bear similarities to Resident Evil, in 
that your polygon hero can move 
around a detailed pre-rendered 
environment, but the backgrounds 
are packed with interactive ‘hot 
spots’. The integration of old and 


which to fit Materia, orbs that 
endow the wearer with extra 
powers such as the ability to steal, 
or summon Esper-like creature 
attacks, with some weapons 
boasting more slots for combining, 
enhancements. 


‘So why should anyone care about 


new techniques also gives FFVII a 
unique cinematic quality. Its many 
cut scenes are CGI movie 

sequences that use the same pre- 
rendering as the rest of the game, 


the game? 
Because it’s the best RPG to 
appear on the PlayStation. 
It’s sold five million copies 
already in Japan! 


Not Final, exactly 


From its humble beginnings on the NES, the Final Fantasy series has finally overtaken Dragon Quest as the 
most popular RPG series in Japan. Although FF// remains a favourite for many, it was the operatic plotting and 
melodrama of FF/// that really brought the series to the attention of the Western gaming fraternity. For many 
players, it was unlike anything they'd ever seen before. Indeed, some fans were so smitten that they ‘reverse- 
engineered’ the combat system and argued FF cosmology to create their own dice-&-paper RPG (interested net 
heads should check the newsgroup alt. games.final.fantasy.rpg). We should also warn you about the fan fiction, 
though — speculative stories of Shadow’s early adventures, etc.— by devotees so reluctant to leave Square's 
world that an obsession with Lord Of The Rings looks positively healthy. Ick. 


cad 
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(12 Some heroic knights doing what they do best - ri 
regiments of goblins into the dirt. (2) Here they are again, 
heediessly charg! 
Of The Horned Rat, magicians can turn the tide of a battle. 


Style: 3D real-time wargame 
Publisher: Mindscape 


Developer: In-house 
Release date: November 


When the original game 
was released, late last year, 
it marked a huge change for 
wargames; gamers could 
actually command their armies in 
battle using full 3D graphics 
instead of shifting counters and 
tokens in 2D games like Allied 
General. After Warhammer: 
Shadow Of The Horned 
Rat received a 
deserved 8 out of 

10 in issue 42, the 

game sold by the 


(12 As you can see from these artist's sketches, there are 
some nasty critters for you to face. (2) In the first game, 
archers were a powerful tool - and that hasn't chang 


ht into the thick of it, 81 As in Shadow 


bucketload to role-playing fans. 
looking for something worthy of 
a 32-bit machine. So as soon as 
PSM heard plans of a sequel, we 
got straight on the phone to 
Steve Leney, one of Mindscape’s 
internal development team, to 
find out more about their latest 
tactical treat. 


Describe Dark Omen in 100 
words 

‘As the Dread King stirs, you must 
lead your army in search of his 
terrifying forces. As you rush to 
destroy these enemies, you have 
to defeat undead and greenskin 
hordes before facing the Dread 
King himself, together with any of 
his agents who escaped your 
grasp... The game is set within a 


true 3D environment in which you 
command regiments of cavalry, 
infantry and archers together with 
wizards, war machines and 
monsters. You can fight against 
sophisticated enemy armies or, in 
multi-player mode, against a friend 
in action-packed real-time battles, 
developing your army as you 
choose when, where and with 
whom to fight. 


and redone for Dark Omen: Warhammer 2, allowing a 
much clearer view, even when zoomed right out. 


Is there anything in the game that 
we've never seen in any other? 
Giant spiders, scorpions, tanks, 
skeletons and dwarfs, all scrappin 
it out together in a real-time, real 
3D war. Heads exploding ina 
shower of blood — watch, as the 
very souls of your warriors are 
drained from their bodies. Burning 
troops, running screaming across 
the battlefield and collapsing in a 


ocT 


Prigal, 


©? W you thought that the first game’s cut-scenes 
were stunning, wait until you get a load of these new 
gees. (21 Your general still has his trusty may 
j=eerd, allowing you to throw fireballs about at will. 


1 


mouldering heap. Hordes of 
ms, rising from the earth to 
ne living, 


they'll have an overview of the 
whole battlefield, But beware of 
giant spiders — they have full 360° 
vision, so nothing sneaks up on 
them. You'll even be able to play 
individual levels at a time, 50 
there'll be no restrictions as to 
whom you can play. You can even 
play the enemy ~ see the world 
through undead eyes! 


in Shadow? 
loads of things in the 
fame that we wanted to 
uldn’t, so we made 
= put them in the 
bea multi-player 
ption — you can choose 
d, orc or 
o scrap on any 
+ different 
uw can build and 
=r own army to memory 
id to your 
and fight his 
- an decide to 
Siforcements and 
2. pons for your army 
t—you 
0 be linked up. 
iments to make 
t kick-ass bunch 
the block. 
your pint 


What other games have you been 
influenced by? And why? 

Not surprisingly, the most 
important influence 
has been the first 

Warhammer 

game, Shadow 
Of The Horned 
Rat— or rather 


r 3D line of 
Pe sestem - you can hide from 
behind hills and 
=> with a full charge in 
they saunter past 
sto a hilltop and 


input offered from the gamers who 
bought it. We had a great deal of 
feedback from Shadow and we 
took notice what gamers had to 
say and tailored the sequel 
accordingly. Consequently the 
learning curve is much shallower, 
the interface is simplified and you 
can play orcs, undead and allies in 
multi-player 
battles. The 
single-player 
battles tend 
to be more 
strategic, too, 
rather than a 
free-for-all 
scrap. It's 
very much 
the Shadow 
gamers that have influenced 
this sequel. 


What's going to be the best bit of 
the game? 
Throw the gauntlet down to your 


mates and have a two-player scrap. 


Why not have multi-player 
“tournaments, too? Building your 
army up from scratch is ultimately 
going to be the most rewarding 
experience, once the single-player 
game has been mastered. The 
longevity alone is a worthwhile 
reason to buy the game. 


Will Dark Omen be better than 
any other game ofits genre? And 


ifso, why? 
Dark Omen is unique. There are no 
other real-time, real 3D 
strategy wargames out 
there and we're very 
proud of that. 


Are there any 

specific technical 
innovations to speak of? 
Dark Omen runs at a steady 30 
frames per second, uses a very 
advanced particle system and 
generates realistic shadows. 


What's the pedigree 

of the team? 

We worked on Out 

To Lunch (a SNES 
platformer) and the first 
Warhammer game on the 
PlayStation and the PC. 


Why should anyone care 
about Dark Omen? 
Because it is the only 
game that offers 
real-time 3D 
strategic battles 
with really 
intelligent enemies. 
The Al was widely 
praised in Shadow and we've built 
on that further, This is challenging 
entertainment which will keep 
you entertained for hours and 
hours. And then there's the 
multiplayer game. 


Tell us a secret about the game 
you've told no one else. 
Secrets aren't for telling 
until a lot later. 


3 


{11 Demoralised regiments 
1 peg it when things go 
iy. (23 The new building 
graphics are lovingly 
detailed. (31 As you might 
have noticed, not all your 
opponents will actually be 
alive... (43 There's nothing 
EAE ike a good ruck to sort the 
men out from the boys. 


14 
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(1 If you go to the cinema, don’t forget to turn on the 
projector or you'll miss the porn film. (21 Coming 

attractions. (31 Shoot the screen if you don't like watching 
smut. [4] The toilets. It really is a 
He's about to get a new hole in his chest. (6) Not all the 
levels are as tasteless as this. [71 It’s a pi 


This Is probably the first 
Doom-type game where 
you can take to the skies 
to batter the bad guys. 


igh-class game. 


at-pig world. 


Style: 30 first-person shooter 
Publisher: GT Interactive 
Developer: Aardvark 

Release date: October 


The problem with games like 
Doom and Quake is that they 
often take themselves too 
seriously. So when the mirth- 
filled Duke Nukem was released 
on the PC, it was like a breath 
of fresh air. After two years of 
incredible success, it looked 
like the PlayStation would miss 
out on this classic. Fortunately 
someone at GT saw fit to 
develop a PlayStation version. 
We spoke to Aardvark’s Craig 
Leigh and Nick Bridger. 


What's the game about, then? 
Duke Nukem 30 is a first-person 
perspective shoot ‘em up which 
immerses you in an ominous and 
futuristic universe that is as 
imaginative and alluring as it is 
deadly. More than a technical 
and artistic achievement, DN3D is 
a classic, frantic, humorous 
massacre of alien scum. 


How is it going to be different 
from the PC version? 

There have been a number of 
changes and enhancements, 
while remaining true to 3D 
Realm’s original vision. There's a 
whole new episode containing six 
levels, new enemies and a huge 
final boss, the graphics have 
been re-rendered with a higher 
degree of detail, there's new sfx — 
including new Duke phases ~ new 
and re-mastered music, improved 
in-game effects, and much more... 


Duke Nukem ts famous for it 
‘adventurous’ sense of humour — 
have you had any problems with 
Sony about some of the game's, 
more adult content? 


‘The action starts the minute you turn on the game - you’ 


‘only just got off the 


So far we've had no problems 
with any versions, though the 
German product may need to be 
tinkered with — the usual 
alterations, such as weapons 
being replaced with pillows, and 
blood becoming green ooze. 


Why should people buy this game 
rather than any other of its kind? 
To date there’s no other first- 
person perspective game that is 
as solid as Duke - no warping, no 
texture deformation, no cracks, 
no tears and you can look up and 
down, jump, crouch, swim and 
use a jetpack. It also contains 
superbly designed levels which 
are both frantic and humorous. 


jane and they're shooting at you. 


Are there any technical 
innovations to speak of? 
‘Apart from squeezing the enti 
Duke game into 2 megs of RA 
with the engine being so solid 
yes. You can quicksave your 
position at any point in-game 
to RAM (without memory card 
And when getting close up to 
walls, there’s far less pixellati 
and the whole game boots in 
less than a second after the 
initial Sony screens ~ to nam: 
just a few. 


Tell us a secret about the gar 
you've told no one else. 

It contains pig-cops in [: 
drag. s 


Current 
Subscribers 


You can also extend your 
subscription with this offer. 
Call us now for more 
details. 


10 Y choos one of th ese games 
-_ Free!.- 


Exclusive bio ube esy of Virgin Interactive Entertainmer i 


ele 8 


the card, 


Call the subscriber hotline on 01225 822513". Have your” 
credit card at the ready, 


Fax the reply card on 01225 822523. 


E-mail us on sub@futurenet.co.uk 


IMPORTANT: Quote reference no OPM72 when 
telephoning or e-mailing your order. 


The direct deblt guereaton 

‘N This guarantee fs offered by all banks and bulldog societies that take part inthe 
ie debit scheme. the efficiency and security of he scheme is monitored and 
rotected by your own bank or balding society 

1 We wl debit your account wih the fll amount 28 <oon as Yor instrton fas been 
Drocesstd. Thereafter we wil doit your acount atthe time of renewal. 

‘m The amounts tobe pald or the payment dates ange, you wil be told ofthis in 
advance by a east 9 days 

‘man errors made by us or by your bank/bullding society, you are guaanted full 
And inmediae refind from your branch fr the amount paid. 

1 You can cancel lect debit at any time by wring te your bank or bulldng society. 
You must lea send a copy ofthe eter to Future Publishing. 

1 Banks and balding societies may not accept direct debits from crtain accounts 


Subscriber Hotline: 


PlayStation Magazi 


(1) There are lots of differer 
for a spin. (23 When you 


the distance. (3) Keeping with its varied style, 


nt track surfaces on which to take 
y the game the graphics always 
this course is mostly set on stilts. 


Style: Cartoon driving 

Publisher: Mindscape 

Developer: Supersonic Software 
Release date: October/November 


When Supersonic Racers became 
one of the surprise hits, last 
year, you can bet your last quid 
bosses at Mindscape ordered the 
developers to get straight back 
to their keyboards and start on a 
sequel. When we heard plans 
were afoot for an October release 
we had to find out more. We 
tracked down Peter Williamson, 
of Supersonic Software, to quiz 
him about their latest creation. 


or a tong way in 


Describe Supersonic Racers 2XS in 
100 words 

Addictive! Addictive! Addictive! 
‘Addictive! Addictive! Addictive! 
Addictive! Addictive! Addictive! 
Addictive! Addictive! Addictivel 
‘Addictive! Addictive! Addictive! 
Addictive! Addictive! Addictive 
‘Addictive! Addictive! Addictive! 
‘Addictive! Addictive! Addictive! 
Addictive! Addictive! Addictivet 
‘Addictive! Addictive! Addictive! 
‘Addictive! Addictive! Addictive! 
Addictive! Addictive! Addictive! 
Addictive! Addictive! Addictive! 
Addictive! Addictivel. 


Yes, very droll. Will Supersonic 
Racers 2XS be better than any 
other game of its ilk? If so, why? 
There are no other games in this 
title's genre - as a whole, 
Supersonic Racers 2XS is totally 
unique. It’s the first. great one- 
player game and the first great 
multi-player game rolled into one. 
It's the first completely immersive 
game (racing or otherwise) as well, 
and it’s the first race game to add 
the element of exploration without 
detracting from the adrenaline rush 
of stomach-in-your-mouth racing. 


‘Any technical innovations worth 
mentioning? 

The whole game has been 
designed [over a year in 
development] on a custom-written, 
PlayStation-based 3D editing 
system. This means we can design 
directly on the PlayStation. As a 


(12 The very tricky swamp level. (2) Each car start 


a detailed drawing before it became part of the game. 


result what you see is what you get 
— not a distorted representation. 
This lets us test aspects of 
gameplay as we design the 
courses, allowing anything from 
gameplay-tweaking to minute 
changes in detail. Not to mention 
the fact that the game will have 
zero loading times due to some 
neat coding. 


Have you got smart graphics to g0 
with all this technical expertise? 
Of course. We've got all sorts of 
fancy stuff, from multi-colour 
transparency fogging to particle 
effect explosions. There’s also 
incredible weather and lighting 
effects - you name it, we've got it. 
The computer Alis pretty special 
as well. The computer cars feature 
adaptive Al- basically they watch 
how you play and learn from your 
mistakes and apply them to their 
racing styles. This works both ways 
though, as you'll be able to watch 
the other drivers in action to see 
what little cheats they use and 


then copy them yourself. 


What's the pedigree of the tear 
We designed and developed th 
original Mega Drive ‘Micro 
Machines 2 (at the time 
GamesMaster mag called it 
‘possibly the most playable ga 
in the world!’). We also develo 
its sequels, Micro Machines "9 
and Micro Machines Military. V 
a small team that work on on 
game at a time -we like to 
concentrate all our energies in 
making that one game as goo! 
possible, though. We've spent 
last four years refining and 
innovating addictive racing ge 


Tell us a secret about the gan 
you've told no one else. 

in some of the tunnels you c2 
mini-games — watch carefully 
the clues and pick 

up extra bonuses by beating 
computer in these mini- 
games, |s that good 

enough for you? 


(‘GOLF /F) 


to the 
standard 


™ original and classic Actua Golf was a benchmark in 
Sing action. Now Actua Golf 2 sets the new standard. 


lay 


If 2 is one of those rare sports sequels that actually represents 
enough leap forward from the original” 


actua 


a SPORTS = 
<i. Jr a RTS 
s 4 R f = — 
10a tn Aint ed et i tna ol 


Carver Hoss, 24 Carver Srent Shafi 81 AFT: +440) 942788020 Far: +44 (0) {142705812 
Website: htp/ww.gremlin.co.uk Al trademarks ae the properties of ve holders. 
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Style: Bike "em up 
Publisher: BMG 
Developer: New Level Software 


Release date: Nov/Dec 


On your bike, son. This is the 
first computer game devoted to 
the bicycle messenger, that 

poor soul who battles through 

the traffic, sack on back, to get 


sort of punk posties, if you 
will. Courier Crisis, then: 


that parcel there on time. They’re messenger, you travel through five 


Pedalling a new gospel 


11) Back on the chain gang. Your job is to dotige the traffic and get the 
package there on time. (2) Courier Crisis looks to have more than a hint of 
Road Rash to its armour. (3) Part and parcel of being a bicycle messenger. 
£4) Quick audition for ET? Impressive. (5) Here lies the frame of a poor soul 


Describe the game in 100 words 
Well, it’s an arcade action game 
at its simplest level. As a bike 


different worlds, exploring a huge 
3D metropolis. While completing 

over 250 delivery missions, gamers 
face hundreds of obstacles such as 


oct 


angry street punks and lame 
pedestrians who get in the way, 
and more often than not, hinder 
the player's ability to get from 
one end of town to the other. 
Within 30 levels containing five 
main neighbourhoods and 
districts, players will experience 
full freedom of movement as they 


© 


(1) The GT bike team worked closely with the 
developers. Hans ‘No Way’ Rey (eh?! is the tricks 
expert, apparently. {23 Innocent pedestrians are 

biown away in some of the rendered sequences. 


explore Civic Centre, Skid Row, 
Waterfront, China Town and the 
Industrial Zone. 


Is there anything in this game that 
we've not seen in any other? 

Um, mountain bikes and BMXs. 
Although there were bikes in ESPN 
Extreme Sports. 


What other games have influenced 
Courier Crisis? 

| suppose you could take the old 
coin-op Paperboy for starters. Then 
you might add in a drop of Road 
Rash for good measure. 


What’s going to be the best bit of 
the game? 


When you're challenged to perfo 
a range of tricks straight from th 
GT Bike pros, who were consulte 
‘on game play, design and 

integration of actual bike tricks. 


Why will it be better that any oth 
game of its ilk? 

Because there isn't any other gz 
of its ilk. 


‘Any specific technical innovatio 
to speak of? 

In developing Courier Crisis, Ne 
Level Software have used a 
proprietary Multi-Channelled Dé 
System, which enables the 
simultaneous, real-time stream 
of CD-quality music, voice and 


Wouldn't keep your legs apart like that old son. You 
inful landing. (2) The man on the street fights back. 


Whar the pedigree of the team? 
im? The team is comprised 


ora St & Diablo Ave 
——————e 


omplished group of industry veterans 
game credits include Road 
ports’ NFL's Greate: 
Dungeon Master, 


NHL Face Offfor PlayStation, and 
ESPN Baseball Tonight fo cD. 


Why should anyone care about the game? 
s really attempted to 
\derful invention, the bicycle to 


Tell us a secret you've told no one else 
There's a special bonus ‘penny farthing’ lev 


hansom cabs. Possibly. 


awaiting contact with gi 
eee 2 special tricks level where you can pull wheelies and ‘take air’. 


FOR SALE 


SPORTS CARS 4 


Ferrari F40 1989, 


6000 miles, FSH, parsonasod numberpate 
WANKER seve 1 84,995 


Jaguar XJ220 1991, 
top car, easily does 200mph, loss of 
licence forces sale .. 


Porsche Boxster 1996, 


only 50 miles, one extremely cautious, 
driver (Ad. agency MI POA 


Bentley Turbo R 1992, 


12,000 miles, very good condition, first to 
see will want it sesso £69,000 


i} & CLASSICS 


Porsche 959 1990, 


‘motion sensors, 6 different al 
titanium steering lock.........£139,995 


McClaren Fi 1996, 


previously owned by famous mo 
carbs, lovely form, tan hide. 


Ferrari F355 1995, 


blood red interior, untimely death o 
owner forces widow to sell..........£91.0 


BRDNE x4 
SKEF | 
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73% COMPLETE 


e Jersey Devil __. | 


(17 am early sight of one of the hosses {a fat man wearing a rugl as the Jersey Devil tales t his heels. 
een eart sac high hopes for Jersey Devil, Although the version we saw wasn't compauile wily ie analogue 
wa traitor; this option should he implemented into the game during the coming weeks. &) Ti Devil is a sparky 
coarser ctor with a whirring tale and Bright red eyes. Like a really furious Pink Panther, Only purple. (4, 53 
Tread the hoards and collect the bat wings to fly. 18) He! oon about to make a monkey out of you. 


Style: Platform game 
Publisher: Ocean 

Developer: Malofilm Interactive 
Release date: November '97 


Cartoonular platform antics in a 
free-roaming 3D environment? 
Why, yes. The recent E3 games 
show, in Atlanta, saw a number 
of companies turning up to 
parade their as-yet unsigned 
wares and Jersey Devil was one 
of them. In stepped Mr Ocean and 
the rest, as they say, is history. 


So Jersey Devil, in a nutshell? 
Well, it’s a platform game, and a 3D 
fellow at that. Bit of plot, first. The 
Jersey Devil was in born in 1735. 
the 13th child of Mother Leeds 


(12 A night on the tiles for the Jersey Devil, with the added bonus of pumpkins to © 
destroy your enemies in the traditional ‘thwack ‘em’ platform manner, 


(true!). Said mother curses the 
bairn while in labour, the child 
becomes a monster and thereafter 
it’s high jinks all the way as the 
little fellow terrorises the 
neighbourhood. The game 
combines level-hopping with 
puzzle-solving and all in a true 3D, 
non-linear environment. There are 
some 11 missions in six 3D worlds 
to tackle, and pleasingly the game 
is compatible with the new 
analogue controller which means 
you'll be able to jog the little Devil 


‘about puzzling conundrums. (33 And here’s a twisting slide YOU WON'T HAVE SEEN BEFORE. 


Jersey Devil can fill the void. 


What's going to be the best bit of 
the game? 
The character himself. He’s got 
loads of different movements — he 
can breathe fire, make himself 
invisible and ride atop animals. H 
can somersault, glide and swing ¢ 
ropes. And how many computer 
game protagonists are pa 
bat, part collie, part 
snake and part horse? 


around the arena willy-nilly. 


Is there anything in this game that 
we've never seen in any other? 
Adevil from Jersey? The free- 


roaming 3D environment is fairly Why will it be 

original PlayStation platform-wise. better than an 
Ifyou conveniently forget the other game of 
Jumping Flashes, and the its ilk? 


Because it’s non- 
linear. You can explo 
the arenas and just 

potter 'til your heart’ 
content, rather like i 


upcoming Croc (hum), 
Gex 2 (promising) and 
Rascal (could go 
either way, Des). 


What other Mario 64. The 
games have PlayStation’s oth 
influenced big platform title 
Jersey such as Crash 
Devil? Bandicoot and 
The obvious Pandemonium never 
openers are offered such freedom 
Mario 64 and of movement that 


Malofilm promise Jersey 
Devil will provide. 


Crash Bandicoot, 
the latter certainly in the 
character design. But then the 
PlayStation is awaiting its first 
roam-as-you-will platform 
extravaganza. Hopefully, 


Are there any specific 
technical innovatio 
to speak of? 


{73 Another boss. And a 
bossy one at that. She 
prannies about. Sca 

{2 Fortunately, you have the 
freedow to roam as you 
wish. (3) He looks a bit like 
Bubsy. (42 Moves like Mario. 


Jersey Devil stars a welter of suitably heinous fiends, all intent on taking the rise out of 
f the little cherub. Mad Doctor Knarf and loathsome lackey Dennis Pumpkinhead are the 
worst, But hasn’t Dennis got a great name? 


publishers were Why should anyone care about have copied Mario 64 like this 
scrambling for the rights the game? 
tobring the game over Because it will be the first proper _—Tell us a secret about the game 
the pond. 3D platformer for the machine. It's you've told no one else. 
what the world’s been waiting for. How the fact that Jersey Devil shifts 
What's the pedigree Isn't? Sure, there's Croc onthe 160,000 Gouraud-shaded 
of the team? way and Rascal and Gex 2: Enter polygons per second. Not | ff 
The core of the The Gecko, but none of them will bad, eh? natn 
project’s team 
~ Claude 
Pelletier, 
Martin Ross and 
Stephane Leblanc —have 
over 15 years experience in 
the industry between them. 
are relatively It is, however, their first 
nown, But at the recent 3D game for the 
show in Atlanta, European PlayStation. 


Well, the team rewrote a lot 
oF the libraries, optimising 
suff to make sure that they 
uid glean as much as possible 
the PlayStation 
ware. 


Sutit’s hardly a 
‘Dig name’ title, 
si? 


In terms of 


rest, the 


©) The Jersey Devil always begins in a main room, off which are a number of other rooms, perhaps in a nod to Super Mario G4, (2) Who said green and 
p=rple don't go together? And with those red boots... (3) The little fellow has more than 20 different moves, ing jumping, running, gliding and rope- 
swinging. (4) The finished version is set to have a four-minute-long introductory cartoon sequence. (8) This level Is set in the inside of a cargo ship. 


oct 


79% 


COMPLETE 


truly terrible Kit, (21 That looks like a 
Ginola turn to us. (3) Just when you 
think you've got a good picture of the 
ground, a bloody player gets in the 
way. (41 A nice bit of lens flare. (6) 
You can play the game from a variety 
of angles, (2 Ah, the setting sun. 


Style: Footie sim 
Publisher: Electronic Arts 
Developer: EA Sports 
Release date: November 


‘When FIFA ’97 was released, last 
Christmas, it was universally 
panned by reviewers everywhere 
who thought it was far too slow 
to compete with the likes of 
‘Actua or Adidas Power. 
Unfortunately gamers paid 


In typical FIFA fashion, they've paid a lot of attention to 


detail - like the players’ shadows cast by the floodlights. 


to play the Estonians... you can 
even be the Estonians if you want 
that extra challenge. 
The graphics are state of the 
‘art — we've even gone as 
far as hiring a 
Kinesiologist to make 
sure every frame of 
animation looks spot-on. 
Along with the graphics, we've 
improved the 


commentary to 
SP include more than 
40,000 words of 


bugger all attention to us and 
voted with their pockets, easily 
making it the biggest-selling 
game over the festive period. Ten 
months later, news has reached 
us about the latest 

instalment to the 

FIFA franchise, Road 

‘to World Cup ’98. 

We went straight to 

the source to ask 

the developers 
more details 
about one of 


the most script - hopefully with 
popular series our new Al system there 
in games history. shouldn't be as many 
repeated phrases as 
Describe your game in before. Neil Biggin (a 
100 words former Actua Soccer 


script writer) 
studied all three 
commentators — 
John Motson, Andy 
Gray and Des Lynam 
for months prior to 
the recording to 
ensure that the 
phrases in the 
game are close to the phrases the 
commentators would actually use. 


The idea of the game Is 
to pick from 170 teams 
and guide them through 
qualification for the 
"98 World Cup Finals 
in France. You don’t 
actually get to play in 
the World Cup ~ 
that will come 
later. At this stage 
you just have to 
endure the hell of 
qualifying for the championships. 
All those wonderful trips to Tallinn 


Is there anything in this game that 
we've never seen in any other? 


(12 Just like Match of the 
Seventies - a top-quality 

afro. (23 A nifty little dance 
from this oriental goalsco! 


Comprehensiveness and accuracy 
for a start. All 170 teams who are 
currently trying to qualify for the 
World Cup, from Trinidad and 
Tobago to Italy, are included in th 
game. All team-names, kit colour 
and line-ups are accurate. The 16 
stadiums (including the San Siro 
stadium in Milan, Ajax's new 
stadium and Barcelona's 
magnificent Nou Camp) will 


(G2 iecredibly these are in-game shots, but then 
(EE never lacked the occasional graphical nicety. 
= Tee motion-capture experts have really gone to 
‘om with everything from the throw-ins to the goal 
=sietrations in the game. (3) We couldn't really 
‘werk this picture out - he’s either injured or about 
= seeeze. (4) One of the more unconvincing views 
qe= can use to play the game - there are far hetter 


snes, we promise. 


mosphere of their 
parts. For extra 

ve also included the 
ic leagues in-game 
ve a knock-about 

mal team. We've 

the Al system to create 
leys and closer control 
rs and new ball 

w you to swerve the 

‘en motion captured 
make it look and feet 
ally got control 


Whats going to be the best bit of 
er 

—- tion of qualifying 
- World Cup 98, but 
= 0 be plenty of 


0 many to mention. 
cularly proud of 
Loughran (Fantasy 


rey 


Football's Statto and betting guru) 
as a consultant to make sure all 
of the statistics used in the game 
are spot-on. 


Why will it be better than any other 
game of its ilk? 
We've had 150 of the most talented 
programmers, artists and 
producers working 20-hour days, 
seven days a week, to ensure 
realism in every aspect of the 
game. We looked at all the other 
games to work out what we 
needed to include to make sure 
ours was the best football game 
on the market 

Some games have forgone the 
idea of being a simulation in order 
to make the game faster. We think 
we've found the balance between 
speed and realism, between arcade 
and simulation. 


‘Any specific technical innovations 
to speak of? 

Last year we took such a big leap 
to the 32-bit engine, What we've 
done now is to refine that 
technology and ensure that it 
works as smoothly as possible. 
We've got one of the best motion 
capture studios in the world, so 
we were able to get plenty of top 
quality captures from world-class 
footballers like David Ginola. To 
make things look as good as 
possible we used him as our 
model for the 200 motion captures, 
along with less famous players for 
all the other positions, so we could 
make sure that defenders move 
like defenders, wingers like 
wingers, and so on, 


What's the pedigree of the team? 
They're the best in the industry. 
Quite a few of the team worked on 
the original FIFA, some of them 
worked on FIFA 'g7, others have 
worked on NHL and NBA, and two 


of them worked on the original 
Actua Soccer. Most people are 
football fans first and programmers 
second. We've even got two former 
professional footballers — one of 
them used to play for David Platt's 
old team, Bari, in Italy. 


Who is your main competitor? 
ISS Pro? 

{t's true that /SS Pro is thought to 
be the best of the lot at the 
moment, but we're confident we 
should be able to beat it. One big 
plus point is that we've got 
exclusive use of the World Cup 98 
licence — when people play a game, 
they like to pretend they are the 
players, so it’s always good to. 
have the correct names 


What's your reaction to the (often 
hysterical) criticism levelled at the 
FIFA games? 

Itis hard when you spend so long 
working on a game and all people 
seem to do is rip it to pieces. Some 
of the press liked the game, others 
didn’t - the criticism was by no 
means universal. Fortunately our 
sales show more people love them. 
We do take all criticism seriously ~ 
if it helps us to improve our game, 
then that's great. We're not 
expecting too much 
criticism this time round. 


The developers have made sure that all 16 stadiums used look as accurate as possible. The 


beautiful twin towers of Wembley Stadium, home to the En: 


ish team, and stadiums from 


Europe and South America all compete for the best design in the game. 


COMPLETE 


| meth GAME setup 


cS IT 
ean 

oy” cml 

q mun sam 


USER RECORD OFF 
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(7) As you'd expect from a 
game based on the most 
statistic-filled sport in the 
world, Madden is crammed 
full of them. [2] The Madden 
classic view is the best view 
of the lot of them. 


BRONCOS “sox erm Bus 


Electronic Arts 


There are certain things we can 
use for working out what time of 
year it is. If leaves are falling 
from the trees it must be autumn, 
if baubles are decorating trees it 
should be Christmas, and if EA 
are giving preview copies of th 
new sports games it must be 
summer... Exactly on time, our 
preview copies of Madden 
NASCAR ’98 and car-killer game 
Auto Destruct arrived in the 
post, so we decided to find out 
more about these new and 
improved versions. 


Style: American Football simulation 
Publisher: Electronic Arts 


Developer: EA Sports 


Release date: November 


‘Another Madden game! Surely 
afier five or six attempts you 
should have got it perfect by now? 
No way! When you look at the 
differences between ’98 and '97, 
you'll agree it was worth us doing 
anew one. 


Okay, so what are the new bits? 
Well to start with, John Madden 
spent a few days at our Vancouver 


(13 The Green 


77ND. AND 10 


offices designing all sorts of new 
plays. We've kept the same 
intuitive control for the game ~ it 
was one of the plus points that you 
could pick it up and play it easily 
within a few minutes. We've 
updated all the statistics so all the 
players are with their latest teams, 
not to mention new commentary 
from the man himself and 
summaries of all the plays. 


How have you improved the 
graphics? 

Itcan be quite hard to get the 
graphics just right with a game like 
Madden because there are so 
many ball players on the field at 
the same time, all running and 
performing their own moves like 
blocking, catching or running. 
We're particularly proud of the 
celebration routines ~ we motion 
captured some famous ones 
especially for ‘98. We also 
increased the frame rate to 
supersonic levels so the game 
looks ever more realistic than 
before. IF that’s at all possible ina 
Madden game! 


y Packers are one of the strongest teams in the NFL, 
with quarterback Brett Favre perhaps the best ball-chucker in the 
league. (23 Watch their energy ratings closely. (33 The sideways view. 


‘One fault we often find with field- 
based games is the lack of decent 
stadiums and crowds... 

You'll be pleased with Madden 
‘98 then. We took photos of all the 
stadiums to make sure they were 
as accurate as possible. The result 
was well worth all the time and 
effort — football fans should be 
able to instantly recognise where 
they are playing with just a quick 
glance at the stadiums. It's going 
to be a lot of fun. 


Finally, any tips for newcomers to 
‘American Football? 

Sure. If you're stuck with a ‘ath 
down and long’, try using the Hai 
Mary play to get the extra yards, 
you need. That should get you ou 
of trouble. 


Pripal, 


Bereeces: £4 Sports 
Bess: cate: October 


De wets it all about? 
ampion motor racing 
© witnessed the brutal 
his wife and daughter 
members of a cult 

ples of Lazarus. 
uited by a mysterious 

on and given the chance 
A messenger supplies 
mation regarding 
attacks, and you 
ything you can to 

">. Succeed and you'll 
with more 

plus the equipment 
need to get on with 
Disciples of Lazarus. 
drive around a lot of 
i the Disciples any 
do this you've 

te of the art 

pable of travelling at 
eds, carrying some of 
ons money can buy. 
= with side-mounted 

— they do the job, 
the game, once 

w quid to spend, 
ons start to get good, 
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ether weapons can you use? 
mines which rip a 

when they drive over 
bombs which help 


you to escape close attention from 
the enemy and some very nasty 
lasers, But our favourite weapons 
are the five homing missiles which 
rise out of your bonnet, lock on to 
their target and blast them into the 
middle of next week. 


So it's like Ridge Racer with 
guns? 

Well, we wouldn't say that, Rather 
than just drive round a set track 
trying to beat a time, Auto Destruct 
gives you freedom to take any 
route through the cities (San 
Francisco, New York and Tokyo) to 
complete a variety of missions. 


How many missions will there be? 
What will they be like? 

When we've finished there should 
be around 30 in all, These will 
range from really simple ones, like 


1 


© <a be very annoying to have 


negotiated a tricky corne! 
Seewe some schmuck smack you 
pened. (2) Bowls tracks often 
Serieg but they can be very 

t= race as you need to 
eer concentration levels high. 


finding some money or escorting a 
friend to your safe house, all the 
way up to attacking the cult’s base. 
Auto Destruct wil feature a similar 
degree of strategy to the Strike 
games where you have to be 
careful with your ammunition and 
fuel as they can run out very 
quickly and leave you stuffed. 


NASCAR ’98 


Style: Racing simulation 
Publisher: Electronic Arts 
Developer: EA Sports 
Release date: October 


Tell us about your game 


For people who don't spend all 


day reading about American 
motor sports, NASCAR stands for 
the National Association of 
Stock Car Auto Racing — if you've 
ever seen the Tom Cruise film 
Days of Thunder, you've seen 
NASCAR racing. 


‘The first NASCAR game for the 
PlayStation wasn't very good, 
Why should we pay attention to 
this one? 


{12 Once you've got enough money, you 
can upgrade your little machine guns for 
this great set of missiles. (23 Your car 
looks like a cross between Knight Rider 
and the top cars from Deathrace 2000. 
{a0 Each city looks quite convincing as 
you blast through the streets at ul 
high velocity. 


It's totally different from the other 
‘one. We made a few mistakes last 
time, but we've sorted them out for 
this version. We've really worked 
hard on getting all the details spot- 
on, from car skid marks to the 
sponsors’ names. 


Alot of people say the thing that 
really makes driving games is 

the quality of the opposition. Do 
you agree? 

Absolutely! In NASCAR '98 we 
spent time getting the drivers as 
intelligent as possible. The 
Artificial Intelligence is so 
advanced that different drivers and 
Cars actually take on the 
characteristics of their real life 
counterparts. Aggressive drivers 
‘on the real NASCAR circuit will 
drive that way in the game, and 
team mates on the circuit will help 
each other with positions and so 
‘on. The Artificial Intelligence is 
something special in this game. 


For some reason, developers love 
to use heavy metal rock music for 
the soundtracks of racing games ~ 
are you? 

No...Well, yes. It’s could almost be 
called rockabilly rock ~it's a 
strange hybrid between guitar rock 
and country (itis better than it 
sounds, honest). IF you don’t like 
the music then you can always turn 


it down and listen to the dazzling 
special effects (we've used real 
engine, pit and crowd noises), or 
the commentary by US TV 
star Bob Jenkins. Should 
keep you happy. 


The cars look a damn sight 
better than they did in the 
al. With such a closely 


Countdown to 


Meltdowns 


Stop the war before it begins in the explosive, i "4 
multi-vehicular sequel to Soviet Strike. o 
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(1 Here's one of Frogg 


most 
jump on to the next set of floating logs. (2) B: 
there's a lot of ‘hovver’. [3] You have to jump into the little gaps and then hop off when the 


(1) Frogger is one of the best-loved computer games ever. 
{23 And the little fellow still gets squeiched. (3) Early levels 


are easy to hop through. (43 Wooo, check out the 3D. (5) The 
first levels are entitled ‘Retro’. (6) Over the 
turtle, hop on a log and you're away. (7) Bit difficult, here. 


Style: Action puzzler 
Pul 
Developer: SCE Cambridge 


er: Hasbro Interactive 


lovember 


Release dat 


This old fellow has been around 
for years. Even the Green Cross 
Code man used to play it when he 
had a spare moment. But hey, it’s 
the Nineties and Frogger’s back, 
only this time in 3D. The game's 
enthusiastic producer, Chris 
Down, ribbits on... 


Describe your game in 100 words 
Frogger is based on the original 
arcade hit of the 'Bos. We retained 
the elements from the original that 
made it a classic and added a few 
more goodies for the ‘challenge- 
hungry’ gamers of today. The 


ifficult tasks. The 


ad, jump on a 


object is still the same ~ basically 
to get from point A to point B. 
Frogger now exists in a real-time 
3D world but it’s still the Frogger- 
style gameplay. The play 
parameters are no longer confined 
to the little road and river from 
the old game. 


Is there anything in this game that 
we've never seen in any other? 
Absolute attention to gameplay. 
You haven't seen ‘avoid ‘em up’, 
Frogger-style play since the 
original, 15 years ago, and you've 
never seen Frogger play with a 
power croak, super-hop and heat 


iver is flowing fast and there's a vast 
jant. This is the lawnmower level where 


mowers have gone past. (4) It might be a flowery garden but there are loads of hazards. 


Caught on the hop 


4 


seeking tongue! The control 
method is totally Frogger too. If 
you haven't played the original, 
you'll still be able to pick up the 
controller and get right into the 


new game. 


What can we expect to see in this 
version that wasn't in the original? 
In addition to the new special 
abilities, you will see 4o unique 
levels in nine graphically different 


os 
zones. You also will experience 
some puzzle-solving with switches 
exploding barrels, crushers, frog- 
eating plants and a whole slew of 


other things that extend the classi 
Frogger gameplay pattern 


What's going to be the best bit of 
the game? 

Specifically, | love the mowers... 
they're absolutely mad! | also thin 
the multi-frog race mode (two- or 


{1 A statement of intent, indeed. Flashy 
ttle lillypad, eh? (2) What a frog's gotta 
#0, a frog's gotta do. The tumbleweed 
Esters along at a terrific rate and 
ssightmare to traverse. (33 We had a lot of 
‘rouble getting the frog's legs through this 
‘Sttie lot. The beetles bumble along and hey, 
mind the cacti. (4) The tumblewe: 
Seunces in from all angles. (5) Good luck. 


g 


layer split-screen) will be a 
jc. Industrial kicks ass! 
Severally, every level of the game 
2s this ‘I've gotta try it one more 
me! addictiveness. 


in my book. 


to speak of? 
Frogger has more complex 
animated entities moving on- 


Why will it be better than any other 
ere of its ilk? 

ger uses one of the greatest, 
nown gameplay patterns of 
= *ime. This, coupled with 

me 30 graphics and an 


=< 


© The programmers have 
eesningly managed to keep 
a the best aspects of the 
eeiginal gameplay and add 
‘extr2 dimensions. One, in fact. 
‘SB And, of course, the roads 
‘gre much busier since the 
wee fella first tried to cross. 


incredibly addictive multi-player 
mode, make it a ‘must have’ game, 


Any specific technical innovations 


screen at any one time than most 
games. The play is not about just a 
frog, but about Frogger interacting 
with and avoiding everything in the 


environment. Also, the water effect 
is incredible. It has a true 3D floor 
with an undulating animated 
mapped water surface with fish 
swimming underneath, 


Tell us about some of the different 
levels 

The game starts out with Retro 
levels, which are 3D 
representations of the original 
game that we all know and love. 
These are really just the training 
grounds for the rest of the game, 
though. The sky levels are trippy, 
with rising and falling balloons, bi- 
planes and slippery clouds. The 
desert levels are cool, as they look 
like they're straight out of the Road 
Runner cartoons, complete with 
vultures and falling boulders. There 
are a total of 10 graphically 
different areas... Oops, you're only 
supposed to know about nine of 
them, though. 


What's the pedigree of the team? 
The team is great. They are 
comprised of two groups. Sony 
Computer Entertainment 


Cambridge is developing the game 
(previously Millennium interactive) 
you may remember their James 
Pond series, Defcon 5 and 
Creatures, The other team is 
internal, at Hasbro Interactive, and 
includes game/level design and 
QA, with favourites like Monopoly, 
Risk, and Battleship. Here’s an 
interesting titbit for you... In the 
early "80s, Parker Brothers 
published the original Frogger on a 
number of console and computer 
systems, including the Commodore 
64 and Atari 2600 VCS. Today, 
Parker Brothers is a Hasbro 
division, and several people on the 
Hasbro Interactive team, including 
our president, were involved with 
the original Frogger launch. 


Why should anyone care about 
your game? 

Frogger is a game that is fondly 
remembered, and for good reason. 
Just about any gamer that sits 
down to a ‘quick’ game of 
emulated Frogger finds themselves 
hooked. This gameplay addiction 
has been captured in the new 
game, but is even better. The game 
has tons of depth, tons of variety, 
tons of challenge and almost 
infinite replay value — and that’s 
just the single-player mode. The 
multi-player mode is clever, simple 
and incredibly addictive. [NB: 
We've been playing this a lot at 
PSM and Chris is not lying] 


Tell us a secret about the game 
you've told no one else. 

Okay, there's a secondary mission 
to the game that no one will figure 
‘ut until much of the way through 
the game... these golden frogs. If 
you collect all of them, then 
something really cool 
happens at the end of 

the game! 


(1) A very peculiar level, 
this. The glow worm-type 
things light up the way but 
there are still cars zooming 
jong the roads. (2) And do 
use the Green Cross Code. 
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The TV campaigns 


its XFiles-meets-JFK as bespectacled "50s FBI-type Dwight P Dibbley begins the 


Call the Style Police and sack the Creative Director, 
campaign for Society Against PlayStations (SAPS). After pulling on rubber gloves, Dwight moves through kitsch Brady's Bunch-style 


Pa 
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bay oe then suddenly Sony came good with the first of their Lthought-it-was-2-real-documentary-the-firsttime-ssaw IPS of adve 
Sony fight Aittial arte film star, now a fit-as-yourlike, fiflysomething Grand Master, shows footage of his. students performing moves that 


rts. Lee Hung, an ex- 
‘defy the law of physics’. 


gay) Fair play, this time we were done like a kipper. One Friday evening, there's a quick break in TF Friday as the PSM team are taking’a well-earned 
OSIM break in front of the TV, before supping a svell-earned Friday night pint. From the shanty towns of some Brazilian backwater, a broken man 


that a bandicoot?) and are on your guard. Even so, this spoof-American news clip (much like the 
fooled for a while. At the Piggly Wiggly convenience store in downtown Miami, a man has been 


r 
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By now, you can smell a rat (or is 
ones in The Day Today) keeps you 


Sony speci arma ° 12% vou aims have a sixth sense when it comes to these adverts and can sense them in an almost telepathic manner, which | 
powers on spooky because ‘the number of people with extraordinary mental powers is growing’ according to Israel neuroscientists. Dr Katz 


Remestead, complete with 2.4 children, and then a hackneyed scientific lab scenario, warning of the PlayStation’s harmful potential. Great sets, reasonable 
Selogue, brilliant manic mice which explode to great effect... But you can't help feeling that Dwight is a tosser and the whole idea is ill-conceived at best, 
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The ageing ninja father figure looks baffled as he concedes that these are moves the origin of which he has no knowledge. And then just as you're being sucked jammy 
® and waiting for Arthur C Clarke to cut in with a voice-over, you sense all is not quite right. Clips of Tekken appear. It's a rouse. And you were roused. 


As we ready ourselves for the PlayStation’s latest TV campaign supernova, 

PSM look back at some ad hoc attempts by Sony to get ahead in advertising. From when 
Sony made SAPS of themselves ad nauseam through to the splendid pseudo-documentary- 
plus-punchline creations of FI and Tekken. Wander with US, then, through the ad mire... 


‘i a 


weminisces about his days as a Formula One driver. Poverty is mixed with great wealth to great effect. Regret, pathos and bitterness help build the drama as he 
wal the crash that ended it all. The detail is superb, right down to the sub-titles bearing badly constructed English. Then FI appears - we've been ‘ad. Great! 


according to Officer Donovan. When the said black and white film is shown, the erratic man is quite obviously a Fs 
emer who is seen running round the shop in bonkers fashion. Officer Donovan tries to play down talk of an epidemic. Cue Crash Bandicoot footage. L) 


wimies how there are believed to be 200 new states of mind — ironically the number of new PlayStation games on the market. You're ahead of us, aren't you? 
WEIRD this is? What follows are a host of firestarters, human electricity generators, and levitators seen going through their paces. So what's next? e" 
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Sisters are doing it... — 


1'm one of four per cent of female games 
players and I'm a little annoyed at some of 
you guys out there who want to defend 
the minority, You seem to think us girlies 
are capable of playing console games, but 
‘we haven't the intelligence to stick up for 
ourselves. Unfortunately it does seem 
more men are interested in keeping their 
minds active by beating up fantasy 
players. However, | have a theory! 

Most women | know who don't play are 
either happier watching soaps (sad, | 
know) or, although they want to learn the 
joys of gameplay, they never get round to 
it. And | also think that women enjoy beat 
‘em ups just as much as other games. | 
don't think ads can be aimed just towards 
women. IF! see a game | like the look of, | 
either hire it and decide whether it's worth 
the money, or | wait for the demo and 
then decide. Same as you guys, | expect. 

On another point, 
Sony please take note; 
of all the games I've 
played, | have to say 
that I've found Broken 
‘Sword the most 
annoying. I've just got 
to Ireland, nicked the 
wire snare and tried to 
fix the glass washer, 
but George Stobbart 
Just stands there and 
shrugs so I can’t get the 
gem! 've even phoned 
up the helpline and re- 
did it the way they said 
=and | get the same 
result, 'm really hacked 
off. Can anyone give 
me any other help? 

Jacqui Hogg, 

London 


The marketing of computer games is 
aimed at the male of the species because 
they're the ones who generally buy them 
And vice versa. It's self-perpetuating. But 
videogames, like movies, pop music and 
ginger beer are for everyone. We have 
mothers addicted to Mario 64 and sisters, 
who can't go a day without a fix of Crash 
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This month 


tions of game censorship, 


Bandicoot. Gender doesn't come into it 

As for Broken Sword, check out issue 
10 of PlayStation Power — their tips book 
has a walk-through of the full games. You 
can get hold of it by calling Back Issues on 
01225 822510. 


Firstly, how can you slate Kick Off 2 
(Feedback, PSM22). In a history of footie 
games, to exclude it would be like 
ignoring WWI. It may not be great now, 
‘compared to Sensi Soccer, but there is 
nothing | have seen on the PlayStation to 
beat it, OK, so it’s excellent at all these 
wonderful graphics routines, and so on, 
but I would take my Amiga over a 
PlayStation any day. You can say what you 
like about it, but it still has the best 
version of Worms on the market as far as 
ease of play goes. Many companies 
started out on the 
machine. | admit its 
day has probably 
passed now, as far as 
a gaming machine 
goes, but to disregard 
games which were 
amazing at the time 
simply because they 
don't appear 50 good 
now is ridiculous. It 
may also be prudent 
not to insult many 
of your readers in 
replies to letters in 
such an obvious 
fashion. This will 
result in a lack of 
sales, even though it 
will probably be negligible compared to 
your overall coverage. 
Jon Whitcutt, 
jdw@kerridge.com 


Some of you may be aware that in the 
early Nineties, games mags and readers 
bickered in the small-minded way we are 
wont about the relative benefits of Kick 
Off 2 over Sensible Soccer and vice versa. 
Essentially, the ‘Amiga Football Wars’ were 
1a brief exchange, a volley of cannonfire, > 


a few plain truths 


DR FEELGOOD 


Having now veen the 
proud owner of a 
PlayStation for 
two months, | 
feel compelled 
to drop you a 
line. The whole experience has 
been nothing short of fabulous, 
right from the first moment. 
| bought the PlayStation as a 
joint purchase with my girlfriend 
The first time | fired it up was at my 
parent's house on their stereo colour 
TV. Wow, | was stunned. The demo 
disc was inspired, Then, a week later, 
{set it up at my home where it was 
neatly integrated into my ProLogic 
set-up, Oh my God... Wipeout 2097 in 
a dark room in surround sound is the 
biggest adrenaline rush I've had in 
ages. Since then we've bought 
Tekken 2, Tomb Raider and 
Ridge Racer. I've already 
ordered Rage Racer, V-Rally 
and a steering wheel. 
However the most 
awesomesexperience was 
yet to come. I'm a self 
employed film 
composer/mixer/recordist 
based in a London studio. | 
had to wait several weeks for the 
right time, planning the setup and 
making new leads, and then one day 
the big moment finally arrived. The 
room was silent, in blackout, and then 
as if the heavens had opened up came 
the Sony title screen accompanied by 
the very familiar jingle. Only this time 
it sounded different. | had finally 
persuaded the directors that they 
should let me run my mighty console 
in the main dubbing theatre. 
Eighteen-foot screen, tens of 
thousands of pounds worth of Dolby 
audio equipment and all under the 
control of my now shaking fingers. 


women gameplayers, the irrita- 


and why poor-quality titles escape the net... 


What followed is 
hard to describe, 
suffice it to say that 
| didn’t believe 
anything could 
have assaulted my 

senses in such a 
rambunctiously pleasant 
way! | will never forget the 
experience, which | have to say 
was again maximised by the 
awesome Wipeout 2097. Running V- 
Rally with two steering wheels in 
vertical split-screen mode has to be 
my next aim. There's no doubt my 
life's a happier one thanks to the 
PlayStation. By the way, great mag. 
prosonics@dial.pipex.com 
(Richard Todman) 


Blimey, a real life, shiny, 
happy person. An 18ft 
screen? It sounds 
absolutely 
awesome. 
Imagine rattling along 
to The Prodigy’s 
Firestarter in Wipeout 
2097 with that piece of kit. We're 
Jealous as anything. We must pop 
round sometime. 


‘The sensational Wipeout 2097 - 
ever played it on an 18ft screen? 


na World Pun by meat barons and corporate scum, 
your entire race is pie filling. 


Escape from the daily grind A Saviour. Or salami. Sound Odd? 
and seek your destiny. —— Welcome to Oddworld. 
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> but they left bitter rifts which have yet 
to heal. You sided with Kick Off 2 or 
Sensible Soccer. And never the twain. 

Ex games animal and now PR-cum- 
marketing supremo at THQ Dave Perry re 
‘opened the wounds in his splendid letter, 
accusing us of shunning Kick Off 2in our 
footie feature (PSM20) in favour of 
Sensible Soccer. We replied, suitably 
tongue-in-cheek. No offence meant. 


‘As the proud owner of a full complement 
of PSMs, | wouldn't have thought that my 
first letter would have been a complaint ~ 
50 let's call this a query. No doubt along 
with many others, | was looking forward 
to Konami's /SS Pro and therefore the 
review. Although the review itself was 
accurate enough, the problem was with 
the misleading screenshots. Of the 20- 
plus printed, | found only two that 
actually showed the game from the angle 
from which it's played. The rest were 
zoomed-in replay shots, all very nice but 
\'m sure | couldn't have been the only 
reader who thought that this was the 
awkward angle from which the game was 
played and that the basic (superbly 
playable) structure of the SNES classic and 
Deluxe had been thrown out of the 
window on favour of a 32-bit 3D monster. 
‘Thankfully | believed the hype and bought 
the title, to be greeted with a finely 
polished, sideline-viewed nostalgia trip 
that was well worth the nine out of 10. 
Maybe I'm being Slightly OTT when 
compared to the freelancing nightmare 
review of Need For Speed 2, but | believe 
that apart from a fully playable demo, 
screenshots still give the most reliable 
insight into the game. Still, its only a 
‘small criticism of an otherwise faultless 
two years. Keep on keepin’ on. 
Fat Bob, 
Manchester 


‘Thanks for the letter, Fair cop, perhaps We 
got a little bit carried away with the 
resplendent visual detail of the ISS 
players. Unfortunately, you 
wouldn't have been able to 
see the finery in the 
side-on view so we used 
close-ups to illustrate 
the point, and rightly as 
you point out, at the expense 
of the ‘real’ looks of game. 


'm writing with reference to The 
Readers’ Top 50 PlayStation 
Games (PSM21). In my 
opinion, most 
of the readers 
need their 
heads 
examining, Why 
have they included titles 
such as Descent, 
Warhammer, Victory 
Boxing, Ridge Racer and 
Command & Conquer, which are all 
rubbish and the biggest one of all is the 
dullest game ever! Where the hell are 
games such as ISS Pro, Twisted Metal 
World Tour and Micro Machines V3? These 


E-mail psm@futurenet.co.uk World Wide Web site http://www.futurenet.co.uk 


BLUNT BLADE 


| rented Soul Blade recently and the two-player mode is 
quite playable but other than that, it's jus 


‘em up. Ho hum, 


Also, it's been nibbled a bit for UK release. Why 
did they change the name of the game, but still 

have the Edge Master Mode and leave the name of 
the character/sword as Soul Edge? Li Long usinga 
three-sectioned staff instead of nunchaku is the 
other obvious change, Do the people who make 
these decisions think that no one in this country 
knows what nunchaku are, just because there's a 

ban on showing them? Whose idea was this 

anyway? Sony? NAMCO? ELSPA? BBFC? Who did this to 
my game? Adult gamers are still getting a raw deal in 
this country, In many cases we are being treated like 
children because we enjoy a hobby that has long 
been considered the exclusive province of anti-social 


teenagers. 


st another beat 


gets to wander around, carrying large bits of 
‘sharp metal that would turn anyone they hit 


into something fit only for the Sainsbury cold 


cuts counter at 45p a slice, but Li Long can't 

carry nunchaku! 

Maybe someone could be persuaded to do a Yaroze 

game with special weapons like the ‘half brick in a sock’, or 
the more powerful upgrade, ‘house brick in a soc 
ultimate weapon would, of course, he a ‘rock in a sock’! 
Yeah, | know, I'm gibbering, but these moronic animals 
that mess with my games just because they feel like it, 


The 


(Oh, we must protect the children!) they really p**s me off, 


Derek 
Musselburgh 


Isn't it odd that soap operas, beamed directly into 


millions of homes every day, can feature storylines 
involving AIDS, incest, murder, drug-taking, 
manner of petty crime, but we can’t have 
character carrying what is, essentially, two 
a bit of chain between them? THREE bits of wood with a 
chain between them, that's fine, though! Two bits bad, three 
bits good? | mean, what is going on here? Everybody else 


ISS Pro, as seen from the more 
realistic sideline view. 


should be in the top 10 rather than the 
garbage on the top spot. 
‘Apart from the few mentioned above, 


though, the final line-up is almost correct. 


agree with games such as Worms, Die 
Hard Trilogy, FI and especially Tekken 2, 
which should be the front-runner. | know 
you will think | am some sort of psycho 
who needs locking up, but ! am just 
stating my opinion and | think 
‘other gamers will agree. 
Keep up the fine work you 
are doing on the mag. It 
is well worth the five 
quid we pay for it 
every time. 
M Logan, 
Leeds 


Chris Waddle once said, ‘Football is all 
about opinions’. But he might as well 
have been talking about PlayStation 
games, We could fill our letters page 

thrice over with your software 

altercations. The three games you reckon 
should be in the top 10 were released 
after the ballot box was officially closed. 

AND DON’T EVER SAY THAT RIDGE RACER 

IS RUBBISH AGAIN. See what we mean.. 


adultery ant all 
a videogame with a 
bits of wood with 


It could be that I'm rather naive, but | 
would like someone to tell me what 
makes it so difficult for a games tester to 
say to.a games programmer, ‘Sorry mate, 
put this STINKS’. The Mega Drive was 
legendary for having a glut of totally 
unplayable crap and while the PlayStation 
catalogue isn't nearly as bad, there are a 
few notable examples. For instance, 
couldn't the guys who tested Dark Forces 
have said as much? | mean, what are 
games testers for, if not to point out 
faults? | know they have to look for bugs 
and glitches, but surely along the way 
they would realise if the game they are 
testing is cack? 

It’s very probable that | don't know 
enough about this to criticise, but | just 
want a company - any company ~ to 
explain how, after Tekken and Virtua 
Fighter, can a tester send back 
Streetfighter: The Movie to its 
programmers with a little note attached 
saying, ‘Nice one, chums, we liked it. Do 
testers have any authority on the game 
itself, or are they merely there for the 
bugs? For £45, | don't want to end up 


favour. Leave u! 


Kev 
Aberdeen 


and | keep wondering if there's any way to return the 

is to play Big Gun Psycho Death Agonies 
From Hell in peace. Maybe you could suggest some ways 
we could start to make this happen. 

ichardson, 


‘Any ideas, readers? The ‘snooker ball in a stocking’ has 
always been one of our favourites. Awfully dangerous 
Seriously, though, it's more than a little worrying when games 
are constantly being fiddled with ‘for our own safety’ 
‘Germany is much worse ~ they change the colour of blood to 
Green over there. This kind of censorship is something we'll 
look into in the coming months. 


with crap. | believe an explanation is in 
order, preferably from the heathens 
responsible for Dark Forces it was 
LucasArts’ snivelling excuse for a game 
that set me off. 
Dellaquagl 


Different software companies have 
different relationships with their games 
testers. Many testers are drafted in for a 
few hours after they come home from 
school, and are there simply to look for 
bugs, others work full-time in a more 
pro-active role. The problem is that man 
programmers and producers are simply 
too close to their game to see any 
possible faults it might have. And when 
they do realise that it ‘stinks’, chances ai 
that the publishers have invested too 
much money in the project to let it fall b 
the wayside, Hey presto, crap game 
arrives on the shelves. These are often 
titles that the publishers don't send to 
magazines, hoping that we won't realise 
they're out and therefore not review the 
(see our Quality Control feature, 
PS5M19). But it only damages their 
reputation in the long term. 


toh that the developers had some mastery of the Force’ we sald of Dark 
Forces (PSM171. Are games testers responsible for substandard releases? 


Ina world run by meat barons and corporate scum, 
Your entire race is pie filling, 


Escape from the daily grind Saviour. Or salami. Sound Odd? 
and seek your destiny. Welcome to Oddworld. 
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@ What has happened to the 


© Bitmap Brothers? The creators of 


such wonderful games as 
Speedball 2 and Magic Pockets 
seem to have entirely 
disappeared from all formats, 
@ Other mags have carried 
rumours of a PlayStation 
conversion of the mighty 
Screamer 2. Is such a thing 
about to appear, or is it just 
more tat-mag lies? 
@ | picked up an article from a 
PlayStation newsgroup, the 
other day, which claimed it was 
possible tode-nationalise a 
PlayStation by simply removing 
one of the chips. Is this possible, 
and is it legal? 
If any of your users want to 
participate in the creation of a 
brand-new PlayStation web-site, 
would they please e-mail me at 
tom@tg.prestel.co.uk. 

‘Tom Green 

tom@tg.prestel.co.uk 


@ The Bitmap Brothers have 
gone to ground, Wounded by the 
specialist press reviews of their 
last PC game Z, they took home 


trouble with The Sweeney. 
© Best of luck. 


When will you do a preview on 
Premier Manager '98 and when 
will it be released? 

‘A. Whitworth 
brundish@anglianet.co.uk 


There's not an awful lot 
to see at the moment, 
apparently. But 
hopefully we can 
bring you a Primal 
Screen next month 
and a preview later 
on. Publishers 
Gremlin reckon the 
game should be out 
afore Santa turns up. 


a 


I've heard a rumour that the 
best strategy game ever, 
Civilisation 2, is coming out on 
the Saturn before the end of the 
year. Do you know if there will 
be a PlayStation version? 

What ever happened to Star 
Contro? The game was being 


Tekken 3: due to he released in March next year. 


their bat AND ball. When news 
breaks, you'll hear it right here 
© Screamer 2 is not going to 
happen. Ever. 

© Tricky business, chips. You 
can get them ‘chipped’ which 
enable you to run a wider 
variety of discs but you're taking 
risks with the machine. And if 
you start running illegal 
software you could get in 


made, but there's no sign of it. 
Do you know any details 
because this game was excellent 
on the 3D07 

Dave Mi 

Swindon 

dave®d-mills.demon.co.uk 


@ The short, and indeed, 
correct answer is ‘NO’. Sorry. 
Damned fine game, too, 


© Star Control also made an 
appearance on the PC. No 
announced plans for the 
PlayStation as yet, strangely. 


How many tracks does 
Monster Trucks have? 

When is Tekken 3 coming out? 

1s the Predator lightgun 
compatible with all games? 

Vheard that Tekken 3 will be 
4-player, and players can link 
together two PlayStations and 
have a ‘tag-team’ game. Is this 
true? 


Andrew Jobes, 
Ajobes@dircon.co.uk 


@ There are three sections to 
Monster Trucks, circuit racing, 
cross-country endurance (a bit 
like orienteering, only in a car) 
and car crushing. 
© Unfortunately it's been 
canned. It'll only be 
available for the 
Saturn. ONLY 
JOKING. You'll 
have to wait ‘til 
next March: 
© No, nein, non. 
Itworks with Area 
5] and Die Hard 
Trilogy but it won't be 
compatible with Time 
Crisis. You'll need the superior 
Namco gun for that. 
© Bit far fetched, that, we 
reckon. This option certainly 
hasn't been intimated as yet. 


Will Championshop 
Manager 2 be arriving on the 
Playstation? 

Is Premier Manager 
98 that good? 

Where Is Syndicate 
Wars? 

|s Elite or Frontier . 
Elite coming out on 
the PlayStation? 

Do you have a Web 
page and, if so, where? 

Paul Mann, 

plmc@hotmail.com 


© There will bea 
Championship Manager at | 
some distant point in 

time. The coders are still 
struggling manfully with 
the logistics of console 
gamers not having a 
keyboard. 

© Dunno. We haven't 
played it. But look out 
for our Primal Screen 
shortly, 

© Tis in the shops as we 
put type to monitor. 

© Not a hope of either 
arriving in this galaxy. 

© We do indeed. You'll have to 
Jog onto the fabulous FutureNet 
by tapping in: 
hittp://www.futurenet.co.uk and 
you can now access a slew of 
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Future Publishing's magazines. 
The only trouble is, you might 
find yourself reading a preview 
we wrote three months ago. And 
don't try this at home on your 
PlayStation. It'll explode. 


In mission two of The City Of 
Lost Children, the headmistress 
ask me to go to the Loan Shark’s 
house. However when | use the 
‘small bell in front of the 


CDs around as my mates and | 
rather like them? 


DJ Mead, 
Bridgewater 


@ Yep, it's due for release next 
in the coming weeks and 
shaping up nicely. Hey, check 
‘out the demo CD with this very 
tome, it should give you an idea 
what to expect 

© We're pretty keen on them 
too. For those not in the know, 


As yet there are no 


plans to rel 


2 but we’re 


Sony against ; 
i nd stealing 
his pocket money 


bikesheds a 


watchman in the dock he Just 
feels hurt and doesn't go away, 
then | can't go upstairs. What 
have | forgotten to do? 

Eric Tam, 

general@hkstar.com 


Have you picked up the sponge 
on the blackboard and the bag 
of marbles from the shelves 
before leaving the classroom? 
Did you fill up the two empty 
bottles to get Pelade drunk? Just 
a couple of hints. 


My friend’s PlayStation 
jumps with most games but 

when he puts it on a 

pillow upside down it 

doesn't jump at all. Why is 
this, can it be fixed 
and Is it safe to use 
the PlayStation like 
this? 

Is it true that 
Tobal 2 will not 
get a UK 

release? 
Tony Bird, 
Lancashire 


ez 


© It just one 
of those things. 

Temperamental 

little beagars at 
times. 

Ws safe to use like 
this, which is the 
saving grace. 

© Sadly, at this 

moment there 

seems to be no 
release planned for Tobal 2 in 

this country. It's a fine game, 

too. But we're pushing Mr Sony 
against the bike sheds and 
stealing his dinner money. He'll 
accede to our wishes 


Is there any more news on 
Rapid Racer? 
‘Also, are there any more V- 


ease Tobal 
pushing Mr 
he 


V-CDs produce bouncy graphic 
imagery - you load it into the 
PlayStation and then swap it for 
an audio CD. We'd love to get a 
new one. We're on the case.. 


How can | obtain Alex and 
Roger on Tekken 2? 

Where can | find information 
with the bosses combos and 
special moves in Tekken 2? 

J Edney, 
Aylesbury 


© Um, damned tricky. Select a 
fighter in Arcade and finish off 
your first two opponents. In th 
third round finish with the 
‘commentator shouting ‘Great’ - 
don't knock them out until you 
energy is almost gone. Roger 
Alex will be your next opponer 
Finish the game and a pair of 
boxing gloves appears on the 
character select screen. Press 
kick for Alex or punch for Rogi 
© Check out issue 12 of our 
sister magazine PlayStation 
Power for a fine tips book on 
Tekken 2 


I recently dropped my 

PlayStation and cracked the to 

half of the case. Do you know 

Where | can get a replacement 

case and how much will it cos 
Andrew Ogram, 
Northampton 


Phone Sony on 0171-447 160 


in Broken Sword how do you 
Nejo to take the red ball in Sy 
We have tried the hot-line and 
followed the instructions to tk 
letter but to no avail, 

Mrs J Wyatt, 

Hailsham 


Pick NTS when he asks 
you if you mean it, 


Ia carnivorous world where communication is key 
You're a living snack with your mouth sewn shut. 


In ODDWORLD, one man's other . je y Most of all, got a brain 
viour, and if you can unlock A\ to figure out what drives 
uncanny powers you're well on yout sav 4 3 your freakish foes. 
your bacon. i vith bad bel king 
For in: you can talk. No, really tal St ad of pure g: 0. 
Communit /histle. Fart. And ca OF So trust in Odd, or get on the grill 


Killers jet them agair PlayStation 


ODDWORLD: ABE S ODDYSEE 


ODDWORLD © [gr Interactive 
Praystation INHABITANTS YP ene 


Virgin return with more authentic ice hockey action, 


(2) Can't heat them at cricket in real life, can’t beat them at ice-hockey on the PlayStation. 
{2} The Boston Bruins celebrate an early strike against LA. (3) It's the Australians again. 3-0. 


ce hockey fans prepare 
for the new season 
NHL Powerplay '98 is 
set to be released early 
this autumn, hopefully 
by September, when the real 
pucks will start flying again all 
around America and anywhere 
else where it gets cold enough to 
play the game. This Virgin sequel 
promises more ‘life-like hockey 
action than ever before’ through 
motion-captured animation and a 
wide range of moves that 
simulate pretty much anything a 
player might want to try, 
especially when it comes to 
roughing up the other team. 

You can fake shots, skate 
backwards, deliberately foul and 
body check, and although we 
haven't actually managed to start 
a fight yet, we have clearly 
shown the opposition that we like 
to put ourselves about a bit on 
the ice. However, Virgin stress 
that the more aggressive 
elements of ice hockey will be 
emphasised, with a plethora of 
MRELEASE DATE: 


M PUBLISHER: Virgin Interactive Ent. 


time round they’re playing dirty... 


only thi 


practice to control the players’ 
moves and passes. Still, the first 
game saw our team romp home 
by a 4-2 margin and we hadn't 
even figured out the buttons ~ in 
fact, it took us the first period to 
work out which team we were 
supposed to be controlling. But 
any sports sim boasting as many 
features as this will take some 
time to pick up. Let's just hope 
that when we do get the hang of 
it, we're not thrashing the 
computer hopelessly out of sight 
every time with our dummies and 
fakes, and generally graceful 
skating, as our players 
glide to effortless victory 
after effortless victory... 


ways in which to rough up your 
opponents. There will also be a 
choice of powerplay strategies 
with which to press home any 
advantage you might make from 
riling up your opponents well 
enough to provoke them into a 
sin-bin offence. Our pre-press 
copy also demonstrated 3D fly 
bys, tension-lifting organ music, 
biased commentators and a, 
lively crowd - though 

they didn't all pile “ 
down to the ¢ 
opposition’s sin-bin / 

and start banging on 
the plastic walls in = 
an attempt to Q 
intimidate the 

occupants, 

unfortunately. 

All current NHLPA 
members are included with 
updated stats, and these can be 
tracked over the season. There 
will also be an eight-player option 
which might be what brings out 
the best in the game, 

it will take us a lot more 


Br iS oY | 


eee 
as 


: 


(13 Stumpel goes down for the puck. (23 This Is a good 
looking hockey simulation. (31 The Brits are gutted. 
Mm PLAYERS: 


September One to eight 


DEVELOPER: In-house mM ORIGIN: 


United States M STYLE: Sports sim 
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THERE’S 
A CHARITY THAT 
WANTS MORE PEOPLE 
TO SUFFER 
LIKE THIS. 


YOU SHOULD BE AWARE THAT SONY HAVE INFLICTED THEIR NEW SAMPLER ON AN UNSUSPECTING PUBLIC. 
POWER SOURCE CONTAINS: TOMB RAIDER, PORSCHE CHALLENGE, MONSTER TRUCKS AND DESTRUCTION DERBY 2. 
TES, YOUR THUMBS WILL HURT, YOUR BRAIN WILL HURT, BUT YOUR SOUL WILL BE PURE. ALL PROCEEDS GO TO THE PRINCE’S TRUST. 


| 
a> 


PlayStation 


“AB " and “PlayStation” are trademarks of Sony Computer Entertainment inc, 
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sar Epidemic, there's been a distinct lack of decent Doom clones 
in recent months. Enter Psygnosis’ N@W labyrinthian adventure... 


ow much a sci-fi game 
can hold your interest 
will often depend on 
whether it has an 
enemy worth giving a 
good slap in the chops, and 
developers HammerHead have 
succeeded in creating a real 
mother funster. Meet the 
eponymous Shadow Master, an 
all-powerful pan-galactic dictator 
with a penchant for turning his 
conquered lifeforms into semi 
robotic metalic leviathans. He's 
been waging war against anyone 
who gets in his way for 
thousands of years, and all this 
fighting has taken a toll on his 


Shadow Master 

manages to avoid 
ecoming the 

eternal bore, the 

P most. obvious 
difference being your 
method of control 


resources. He sends his army to 
enslave your planet and (what a 
surprise) you're the poor schmuck, 
who's given the task of stopping 
him. At any cost. After ridding 
his forces from your homeworld 
in sensational style, you're seen 
as a hero and are duly entrusted 
with the job of ridding the whole 
galaxy of the Master menace. 
Okay, so the plot doesn't sound 
the most original we've ever 
heard, but we'll forgive them 

on this occasion. 

With a game like this its very 
easy to fall into the trap of 
developing just another Doom 
clone. You know the type ~ loads 
of levels to explore while fending 
off hundreds of armour-clad 


(13 SM features some of the finest explosions this 
look like a huge, disgusting alien but this is actually one of the smaller baddie: 
Your head-up display lets you know exactly where things are and how close they are 


ide of Desert Storm. (2) It 


enemies. After a while it seems 
like its only the texture maps 
that change and the whole thing 
becomes tediously dull 
Fortunately, Shadow Master 
manages to avoid becoming the 
eternal bore, the most obvious 
difference being your method of 
control: instead of running round 
with only a sheath of armour 
pinned to your chest, you've 
been given the best 
buggy your planet 
could find (don't 
mock ~ it's 
a nifty little 
piece of 
machinery). 
Indeed there 
are several 


Mm PUBLISHER: 


Psygnosis mM ORIGIN: UK 


WM DEVELOPER: 


HammerHead = ™ STYLE: First-person blaster 


MRELEASE DATE: 


m PLAYER! 


November One 


ways in which developers 
HammerHead have attempted to 
differentiate Shadow Master from 
all the other Doom moulds 

For a start, rather than just 
rolling around each planet, 
blasting everything in sight, the 
game has several different 
missions to complete. Each level 
has three objectives which can be 
completed in any order. For 
instance, in one level you could 
be sent to destroy a nuclear 
reactor, while the next one could 
see you protecting a planet's 
natural resources from the 
Shadow Master's troops. The best 
example from the 16 levels 
comes in the Dreadnought stage, 
When the commander of the craft, 
sick of all the trouble you've 
created, finds a buggy like yours 
and hunts you down. 


Full-on action 


Also, unlike games like Quake 
and Doom, which often involve 
lots of exploring and just the 
occasional shooting as you work 
your way to the end of a level, 
Shadow Master opts for an all-out 
action approach. Programmer 
Chris Stanforth explains: ‘The 


(Mea the enemies explode, 
2 so im style. (21 Some of 


w=ry frightening spiders. 
rk. C31 


pizy this in the 
§=st like Alien, only harder. 


levels aren't linear but at the 
same time they're not designed to 
impede the player very much. 
Any disorientation is basically due 
to their size ~ in Shadow Master 
you know there'll be something 
nasty lurking around the next 
corner. In this respect, the game's 
more like R-Type than Quake.’ 
The Hammerhead team have 
also given Shadow Master a very 
distinctive appearance, enlisting 
the pen skills of world-famous 
fantasy artist Rodney Matthews 
instead of using the popular 
Manga look. ‘Because of the 
Rodney Matthews licence we have 
a very strong visual style, 
allowing us to create some truly 
beautiful levels,’ says artist Andy 
Ingram. ‘We don't restrict the 
terrain to just corridors and 
tunnels but often open out into 
wide panoramic spaces which 


3 


{12 Yet more fantastic explosions. (2) These look like storm 
troopers from Star Wars but no doubt they're better shots. 
(3) Each level is set in very different terrains - here's the 
Ice planet. (43 Look at the size of this mammoth. He's huge! 


give a terrific sense of size and 
scale.’ The graphics are complex, 
not to mention impressive, with 
the enemies being made up of 
polygons rather than sprites. Each 
enemy is made up of at least 170 
polygons, with some of the larger 
beasts consisting of up to 400. 
Normally this would be a kiss of 
death, condemning you to a 
painfully slow game with few 
enemies, but somehow the 
programmers have kept up the 
speed (30fps) even with six or 
eight enemies flying around the 
screen, all firing light-sourced 
Weapons at you. When you 
succeed in destroying an enemy, 
it explodes in a shower of its 
component polygons. Very smart. 
The sound, too, has been 
worked on ~ it's a nasty enough 
experience when the spiders are 
crawling towards you, but when 
you can hear them scratching and 
clicking, well, let's just 
say its certainly nota | 
game for arachnophobes... Le 


Rodney Matthews 


dhe Z 


FI or people with suspect taste in music this bloke’s name will need 


no introduction, but for those of us who have forgone the lyrical 
delights of The Scorpions, Barclay James Harvest and Nazareth, 
Rodney Matthews’ work might have escaped you. 

A graduate of the West of England College of Art, in Bristol, Rodney 
made his name with his imaginative science fiction and fantasy art work. 
Since starting out, he's illustrated more than 70 record covers, has sold 
original art work to the likes of John Cleese and Terry Jones, and has sold 
more than three million posters and postcards of his drawings. Recently 
his work has taken a more technical slant with the release of his first CD- 
Rom, Between Earth and the End of Time. As well as working with 
HammerHead on Shadow Master, Matthews is working on a fantasy 
cartoon with Gerry Anderson and Rick Wakeman, The Lavender Castle. 


~ PrePlay| Fantastic Four 


ocT 


At a time when SUPer heroes seem to be the big thing, do gamers really want 


to play an old-style 


et's face it, super hero 
games tend to be pretty 
uninspiring on the 
whole, You only have to 
look at the likes of the 
appalling Incredible Hulk and 
even poorer Iron Man to see what 
we mean, Given this feeble track 
record, it's a wonder that Marvel 
comics allowed anyone to get 
their hands on the Fantastic Four 
licence; but then Probe did make 
the splendid movie-licensed Die 
Hard Trilogy and Alien Trilogy. 
Can they turn their talents to 
Marvels super heroes, though? 
Although most people can’t 
recall all the characters of the 


(13 Homer always wanted to run his own bar. (2) This 
move works a treat when you've got a lot of ene: 
close to you. [3] Regeneration kills everything close 


WM PUBLISHER: Acclaim M@ RELEASE DATE: 


2D scrolling beat ’em UP? Probe seem to think : 


Fantastic Four, the very name 
is enough to send most of us 
twentysomethings into a haze 
of nostalgia as we recall Saturday 
mornings spent watching FF 
cartoons, rallying the four freaks 
as they battled against the 
forces of Evil 

Each section of the game 
takes its plot from the original 
Fantastic Four comics, with the 
first level echoing the group's 
very first adventure in print, The 
Attack of the Molemen. Enemies 
you'll face later in the game 
include Psychoman, Super Skrull 
and the marvellous Dr Doom 

All of the main characters 
have a variety of moves, ranging 
from the basic punch to super 
ground smashes that destroy 
everything on screen. Our 
favourite character is The Thing 
Transformed into a lump of stone 
by a freak accident, Ben Grimm. 
has devoted his life to using his 
superhuman strength to help 
people. His special moves include 


3 


Mm PLAYERS: 


October 


1 (1) The Human 
Torch has a gre 
range of specis 
moves. (2) FF I 
smart Namco-s! 
loading game 


a thunder clap, floor ripple and a 
super charge, but best of all is 
his great back fist which, when 
timed right, can crumple a little 
moleoid in a flash. In contrast, 
the enemies are truly uninspiring, 
ranging from little mole-blokes to 
nasty green-haired freaks. As a 
nice touch, though, each enemy 
has their own energy bar, 
allowing you to keep tabs on 
how many shots they'll take 
before they collapse into a heap 
and fade away 

It's when you play as the 
Human Torch, however, that the 
game engine's limitations start 
to appear, as the character floats 
unconvincingly across the screen, 
apparently unable to move in 
and out of it. Also, while FF has 
lots of neat graphical touches, it's 
clear that Probe are struggling to 
make this game anything more 
than just a bland scrolling fight 
fest. Hopefully they'll 
achieve that aim in the 
finished version 


Four (via MultiTap) 


Mm DEVELOPER: Probe M™ ORIGIN: 


UK M@STYLE: 


Scrolling beat 'em up 


THE ULTIMATE FANS’ MAG 


Don't miss Total Football October 
ssue (TF26), featuring EXCLUSIVE 
Ruud Gullit and 

Slaven Bilic interviews, football 
superstitions, The A-Z Of 
Scottish Football, David Mellor - 
who needs him? the greatest 


free-kicks ever and loads more... 


Take advantage of this great trial offer. 
Three issues of Total Football for 
the price of two. Just fill in your 
Sails on the coupon below and your 
si free* trial issue of Total Football will 
= winging its way to you. 


3 trial issues for only £4.80 (“one free) 


© Payment methods 

. eque made payable to Future Publishing Ltd 
: 3 

: 


Visa |_JAccess 


Pest form and payment to: 
Semel Subscriptions Department, Future Publishing Ltd, 
BR 


ierton, Somerset, TA11 61 
tion hotline on 01225 822511 quoting 


(Be ends 31st December 1997. i‘ 
Cote TPL 
Hl 


The REAL 
Ruud Gullit 


Issue 26 On sale 11 September 


price £2.40 
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(1) Timing is 


everything in winning 
the face-off. (2) All 


rule options 
offsides an 
are availabl 


fike 
icings 


Whether you want to mastermind N 
the ultimate ice-hockey game could be seeing in the new season 


erious attempts are 
being made with 
Breakaway '98 to create 
an ice hockey game 
which includes every 
conceivable option that serious 
fans could want, Whether these 
options will make the title better 
than any of its rivals remains to 
be seen, but there certainly 
seems to be nothing lacking. 
The player rosters are up to 
date as far as the end of last 
season, and the ability to trade 
players means that you can keep 
up to date with real-life changes 
as the season develops. There's 
also an option to customise up to 
eight of your own players. You'll 
have to trade for these as they 
appear on the free agents list, 
but once you've done this, you 
can use the eight-player mode to 
put yourself down there on the 
ice alongside all your mates. 
Offensive strategy consists of 
either carrying the puck over the 
shooting line — for which you'll 
need skilful passing players ~ or 
‘dump and chase’, where your 
players send the puck into the 


corners for your big bruisers to 
chase. Your defensive options are 
as follows: to send one or two 
forecheckers up into your 
opponents’ zone, making it 
difficult for them to build a,play 
from the back; the ‘trap, which 
cuts off passing possibilities; the 
‘back check’, where your players 
will retreat at the first sign of a 
turnover; and the ‘defensive 
pinch’, a pressing game where 
you try to restrict the action to 
your opponents’ zone. 


Players will also hook and 
hold, and get away with it, too, 
providing the ref isn’t looking. It 
is even possible for your players 
to lose their sticks during play. 
The player will be able to 
continue skating, checking, 
blocking and holding until such 
time as they can retrieve their 
stick by skating over it. And, of 
course, any ice-hockey sim worth 


HL success, or get down there on the ice 


(1) There is an option to display 
all the players’ names - one for 
the fan boys. (21 The players 
even better during the match. 


ante 
dduneirun os! © 
aro sO 


its salt will allow for the 
occasional fight to break out. As 
a responsible manager, you 
obviously won't condone such 
shenanigans, but tempers do fray 
out there on the ice and each 
punch that connects will reduce 
your opponents’ eneray levels. 
Should any, or all, of these 
strategies fail you, however, you 
can resort to the option of 
switching sides and playing for 
the winning team. 

But not only can you compete 
as a player, you can take the role 
of player manager too, or sit 
back as manager and let the 
computer take care of the playing 


You can mis OU 
then use 
[ to 
put yourself on the 
Tce r mates 


M PUBLISHER: Acc! M ORIGIN: United States 
MDEVELOPER: Sculptured Software m™ STYLE: Sports sim 
MRELEASE DATE: October ml PLAYERS: One to eight 


side while you play the game as 
a sports management simulation. 
Extensive management options 
will allow you to deal with 
trading players and hiring the 
coaches that will improve your 
players’ performances. 

‘As manager, though, you'll not 
only have to take responsibility 
for your players, but also for 
your coaches, your minor league 
scouting and the strategies your 
team will play. You can also look 
after your injured players and 
select the treatment they'll be 
receiving. There will even be an 
option to administer first aid for 
minor injuries incurred during the 
course of a match. 

All the statto options are here, 
too ~ with NHL rosters through 
which you buy, sell players and 
make call-ups from the minor 
leagues and keep track of your 
own records. Then, as the tree of 
your tactical genius begins to 
bear fruit, results will improve, 
attendances will rise and you'll 
need to upgrade your stadium 

This isn't an easy game to 
pick up (a good sign) and it 
might take you a few games 
before you score your first goal, 


but the practice and shoot-out 
options will teach you what 
controls do what more quickly 
than you'll learn them through 
match-play. Perhaps we're just not 
very good at it yet, but it does 
look like some work needs to be 
done on the graphics to avoid in- 
play confusion, This problem is 
alleviated by the visible trail the 
puck leaves in its wake, making 
it easier to track its movements. 
But if this isn't enough, you can 
switch on ‘fire puck’ to make the 
puck glow. We're still not entirely 
convinced that this is the best 
way to deal with the problem but 


there is still time for last-minute 
improvements to be made. 

Still, with the emphasis on 
realism and options, Breakaway 
"98 promises to prove more than 
adequate both as an ice-hockey 
game and a management sim. 
And it looks like even the most 
ardent fan won't be 
disappointed by the depth | -§% 
of gameplay offered here, [sw 


(1) The introductory video takes you 
through all the recent NHL championship 
winners. (23 Scuffles for the puck are not 
as confusing as they look here. 
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MORE TWiSteD 


ridemonium and the rotated of 
wed. Distributed by BMG Interactive, All 


MORE CURVY 
a 


OON. 
aoe 


cn 


lay 


ocT 


PrePlay|One 


One is swiftly reminded of aN important lesson int 


discretion is the greater part of valour... 


hased in the United States. (2) There's lots 
ledge hoppery to contend with, even on sheer 
cliff faces. (31 The action’s viewed from above. 


PUBLISHER: 


z rom the outset of this 


I game, when you find 
yourself on a walkway, 
in a tall building, you 
have little time even to 

breathe. Why? Because a 

helicopter is hovering outside and 

it’s firing at you. You might 
reasonably think that perhaps 
some return fire is in order, but 
when you discover that your 
bullets seem to have little effect 
and that you're still taking hits, 
the nature of this game begins to 
dawn on you: run for it! 


TBC MM RELEASE DATE: 


One is not merely a shoot 'em 
up but a chase, and there's more 
running away than some of you 
gung-ho heroes out there may be 
used to. But hey, we won't tell 
anyone, and besides, one of the 
most impressive features of this 
game is precisely the array of 
running-away skills at your 
disposal. Lara Croft you are not 
but Bruce Willis maybe. As well 
as being able to shoot, you can 
crouch, jump and flip in mid air; 
you can catch a ledge with your 
hands and hang there before 
hauling yourself up; and, of 
course, generally run around 
dodging the hail of hell fire and 
falling masonry. Not so bad, eh? 

The whole game has the feel, 
if not quite the look, of a movie 
This is partly because of the way 
the camera follows you along 
your precarious, not to say 
deadly, route. One moment there's 
a side-on view of you running 
along exploding, collapsing 
gantries; the next, as you move 
along, the camera shifts smoothly 
round so that you find yourself 
running towards and then past it. 
This isn't off-putting, as you 


November Mi PLAYERS: 


g shoot ’em ui 


up-and-com! 


might think, rather it only adds 
to the action and gives you a 
sense of being there, in with the 
action. Nor does it mean that you 
are forced along by the game 
itself. Far from it. You can back- 
track if you want, but the name 
of this game is survival and that 
means you must keep moving. 
One is certainly a little bit 
different, and it’s no picnic. It'll 
be interesting to see if the whole 
thing hangs together 
when it’s finally released. | <ff>>| 
Stay tuned co 


(1) The game is reminiscent of a movie, particularly in th 
way the camera constantly shifts to keep up with the 
action. (23 You play the role of a Die Hard-esque hero. 
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MBUK grabs ya... 
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Prepiay| Rosco McQueen 


He’s the First Man o 
London might be burning but Rosco’s g 


Rosco, save the vulnerable, then collect the water. 


(1) Save the folk who're trap] 


n the Scene when it comes to tackling blazes. 
ot the World’s tallest building to deal w 


in this first PlayStation title from Slippery Snake Studios... 


xtinguishing things 

aflame is not something 

many computer game 

protagonists have had 

to deal with. Most of 
the time, they're wont to hop 
aboard platforms, jump on the 
heads of nasty little things, shoot 
off rounds with brazen disregard 
for public safety, and buzz 
around in all manner of 
motorised vehicles. Most of the 
time... However, the games player 
is open of mind and hardy of 
soul. Firefighting? Nought to it, 
sir, We'll tackle blazes with the 
best of ‘em: 

Steve McQueen is terribly 
popular at the moment, isn't he? 
Resurrected and running a nice 
little Ford Puma, he would seem 
to be one of the inspirations for 


Playstation 
— @ = 
On the CD, 


(21 The view upon entering the game. (3) Look left, 


11) Take an axe to the filing cabinets, then collect the pick-ups. (2) The 


1 hooter fright) 


flashes when you can leave the level. (3) A pensive Rosco. (4) Water pick-ups are essenti 


the reason we're here; Rosco 
McQueen. You work it out. A 
firefighter in a huge skyscraper 
with the surname McQueen... 
Towering Inferno, mate, Bang-on. 
But on a computer. 

Sneakily, we'll let you know 
it's a polygonal 3D action 
platform game and then forward 
the salient details of the plot. 
Tower XS is the world’s 


skyscrapiest skyscraper. I's huge. 


‘And everything inside the big 


devil is fully automated, robots 
scuttling about the shop and 
everything. The aforementioned 
mechanicals do all the work 
around the building, cleaning, 
repairing and such like, A chap 
called Sylvestor T Square, the 
builder of the grand edifice, has 
for the purposes of the computer 


Rosco meets a welter 
sf hazards, includin 
backdrafts and - 
electrical fires. 


PUBLISHER: 
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Slippery Snake Studio 


MSTYLE: Platform/action 


MRELEASE DATE: 


September Ml PLAYERS: One 


= quite delightful red, open-top| 


game, decided to go 
completely doolally. 
Bonkers, barmy, 
hatstand, The robots 
have programmed to 
destroy the place and 
Jom they're prodigious little 
MD iestarters. 
Enter yer man 
McQueen, equipped with hosepipe 
and axe and it's game on! The 
action is viewed in the above- 
and-behind perspective (there are 
three slight variations) and 
Rosco's job is to take the robots 
to task while extinguishing 
flames. Busy lad, We took an 
early look at the game, some 
months ago, and managed to 
misspell the poor fellow’s 
Christian name. Sorry, Rosco. 
We're returning to the scene of 
the fire because publishers SCEE 
have supplied us with a part- 
finished playable version. 
Rosco McQueen has some 15 
levels, all set on different floors 
of the skyscraper. Levels include 


‘@) Resco McQueen is Stij 
ere and we reckon it's shaping up mighty fin 
‘Se red box flashes, exit the level and move on. 


ry Snake's first ever PlayStation 
(2) When 


the laundry, gym, car park, 
superstore and residential floor 
and on his travels, Rosco comes 
up against a welter of hazards, 
including backdrafts and electrical 
fires. Apart from the fires 
themselves, there's all the 
blithering robots to deal with. But 
help is at hand. Rosco has a little 
pal called Lucky Digit, a little 
robot himself who hovers along 
passing helpful tips - such as 
where the fires are and what to 
do if you're desperate for the 
toilet and there isn't one around 
The hose is Rosco's initial weapon 
along with an axe, the latter used 
for batting down doors. To get 
the building under control, 
though, Rosco needs additions to 
the armoury, including water 
bombs (yee hee) and CO>. 

One of the problems that 
gamers find with the viewed 
from-behind 3D titles is old 
camera tummy ~ that queasy 
feeling you get when the camera 
whooshes around inexplicably. 
Programmers Slippery Snake 
Studios reckon they've come up 
with a cunning answer: by 
surreptitiously placing objects 
along walls, Rosco can never 
actually stand adjacent to a wall, 
thus significantly reducing 
camera-angle tomfoolery and the 
inherent stomach problems 


le weapon at 
discs where we can get any weapons we want. Yo 
out your options in the reception area. (2) Fire the hose and put out the fire. Obvious. 


‘ee introductory rendered sequence lasts but half a minute but you see ships flying toward the Tower X skyscraper and then Rosco McQueen speeds up in 
‘sports car. He grins (in a suitably butch manner} and hops into the building which is busily burning itself to the ground. 


mes. Mind, we get special early 
have to work for this. (21 Check 


Snake have 
come up with a 


Slippery 


to the j 
experienced in awe 


Having indulged in some 
firefightery, we can report that 
Rosco is blazing along nicely. 
Visually, it’s crisp and colourful 
and there's some low-down funky 
incidental music to slay the 
flames to. The finished copy will 
be on the mat in days and we'll 
run the rule over it next month. 
Check out the video on the demo 
CD - it shows you pretty much 
the idea of what we're on about 
here, and look out for a 
playable demo in the not- |.<§& 
too-distant future oe 


PrePlay| Fighting Force 


Taking its influence from arcade classics such as Double Dragon and 
Streets Of Rage, Core’s new 3D beat ’em up/adventure prepares to coin it 


© PlayStation fighting 
game would be 
complete without a 
story detailing how a 
genocidal maniac is 
planning to take over/destroy the 
world, and Fighting Force is no 
exception. Dr Zeng (why are they 
always doctors?), believing he's 
the manifestation of the Second 
Coming, Is certain that the 
Armageddon (as predicted by the 
world’s top wackos) will destroy 
c the world on January 31, 1999. 
But when the world survives to 
3 celebrate the new millennium, the 


Doctor's cult take it upon 
themselves to destroy the world 
and plan to poison everybody 
with a drug designed to turn 
people into gibbering cry babies 


as they slowly asphyxiate on 
their own vomit. 

Luckily Dr Zeng's fiendish 
schemes are exposed by a secret 
agent called Snapper, who passes 
the information on to her private 
investigator pal, Mace Daniels, 
Mace duly rallys the support of 
the ‘Fighting Force’ ~ ex-freedom 
fighter Hawk Manson, teeny-bop 


(1) More bird-on-bloke action (23 Smasher is so strong, he can throw people out of the 


screen. (3) Mace performs one of her special moves to 


t rid of two blokes in one go. 


1, 2, 3, 41 As you can it's not jus 
male characters who have a a natty ra 
overhead kicks - often the female chai 
are better as they combine speed and 
05) You can pick up all sorts of weapo 
ranging from sm: 
launchers. (81 The lift level. 


raver Alana McKendrick and 
convict Ben (Smasher) Jackson — 
to fight for the security of the 
world. Each character has his/her 
own biography - so, for example, 
Ben Jackson is serving multiple 
life sentences in a notorious 
prison when Hawk Manson bribes 
the guards to ‘borrow’ his 
muscular mate for their mission. 
To anyone who visited arcades 
in the Eighties, the heritage of 
Fighting Force will be instantly 
apparent: the game plays like a 
cross between Double Dragon and 
Streets Of Rage as you run 
round, searching for clues, while 
battering people senseless. 
Comparing the game with 


OcT 


PUBLISHER: 


Eidos Interactive mi ORIGIN: UK 


DEVELOPER: 


Core Design MSTYLE: Scrolling 3D beat ‘em up 


MRELEASE DAT 


October ™ PLAYERS: ‘One or two 


contemporary PlayStation titles 
like Tekken 2 and Die Hard, 
producer Ken Hockley says: ‘We 
think we're getting an even better 
game on all counts. It certainly 
doesn't hamper the action, as 
there's a great deal more going 
on in Fighting Force than in 
Tekken or Die Hard. The fighting 
is probably not as clean as in 
Tekken, but it still has an edge, 
with its varied array of moves’. 

Each character has been given 
more than 40 basic moves, 
ranging from a tasty backfist to a 
huge axe kick. They don't have 
‘special powers’ as such but they 
do have some spectacular 
assaults, such as the spinning 
scissor kick, And instead of the 
confusing combos of games like 
Street Fighter ot Mortal Kombat, 
the moves are based around 
single and multiple taps of the 
pad. The developers have tried to 
keep the control as simple as 
possible, as quite often you'll find 
yourself going up against five or 
six enemies at the same time. 

If you prefer some pure beat 
‘em up action you can bypass the 
adventure section of the game 


_ Pretty much every 
object you see in the 


game can be used as a 


weapon at some point 


3 


$F Te arena fighting area is great for practising your 
‘Special moves and beating seven shades of sugar out of 
gem friends. (2, 3) Alana has a nasty range of kicks, 


eeteting this shot straight to the bad guy's he: 


and opt for the arena mode. With 
only four fighters, the arena 
section doesn't fare particularly 
well when compared to games 
like Tekken 2 and Street Fighter 
EX, both of which have up to 25 
characters. But there are plenty of 
other touches which make this 
aspect of the game much more 
than just an afterthought. For 
example, your energy bar regains 
lost energy if you avoid being hit 
for a short time, and you can 

find hidden weaponry (anything 
from a little crowbar to guns and 
knives) in the eight arenas, giving 
the one-on-one fighting section an 
interesting touch 


A lot of work has gone into 
the physics of weapons - if you 
fire the pistol from a distance, for 
example, it might take three 
shots to kill a bloke, but if he's 
very close it only needs one shot 
in the head to execute the muddy 
funster. Pretty much every object 
you see in the game can be used 
a8 a weapon at some point ~ 
destroy a car and you can chuck 
the tyres at the bad guys. One of 
the best examples of this ‘scenery 
as weapon’ idea is the elevator 
section, where a well-placed kick 
to the handrail will knock it to 
the floor, so you can pick it up 
and use it on any unfortunate 
bad guy who gets in the way. 

As well as acting as weapons, 
the scenery can also be used to 
progress through each level. Ken 
Hockley again: ‘It isn't essential to 
find things, but in certain areas 
it'll help you a great deal. You 
could be stuck in one place for 
five minutes, but if you had a 
device like the rocket launcher, it 
may only take a minute!’ 

The action is spread over 
eight levels, with each one split 
into 25 sub-levels ranging from 
offices and trains, to a naval base 
and, for the final showdown, a 
secret desert island. 

We're expecting a final 
copy any day now - until 
then we're off to practise, Lo 


(3 Core have been 
very generous when 
it comes to the 
blood levels. (2, 
The two player 
mode makes it a 
little easier when a 
lot of enemies 
appear at once. 


hen Snapper gets in touch with her mate and 
Ww] private eye Mace Daniels, she decides to take up 
the challenge and sees it as an opportunity to get 
some of the things she loves most - danger, fame, 
fortune and men. To help her, she contacts hippie- 
turned-mercenary Hawk Manson. He has a lot of other 
‘work’ but takes on this assignment because it's the 
first job he’s had in a while with a hint of ‘goodness’. 
Hawk then heads to one of the world’s most 
dangerous prisons to find Ben (Smasher) 
Jackson. Ben's serving multiple life sentences and the 
prison is very fond of him. For years they've been hiring 
him out to mercenaries looking to use his super-human 
strength, their number one client being Hawk Manson. But 
this is Ben's final time as a rental rambo ~ this time he’s 
never going back. The final piece of the Jigsaw is 
completed when Mace approaches 17-year-old raver Alana 
‘MeKendrick who Dr Zeng once targeted as the ideal 
j mother for his children. Once together the group make a 


formidable Fighting Force... 


{ 
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+r trees 
se reoetee 


Just as some of us were becoming bored with endless circuit and road racers 


involving (whisper it) cars, suddenly we were off the straight and narro 


and driving pick-up trucks. It couldn’t happen again, could it? 


h yes it could. And why 
not? Hardcore 4x4 was 
never the sleekest 
racing game ever 
invented but hardcore 

it certainly was: it literally spat 
gravel, in fact. While its flash but 
puny contemporaries came to a 
juddering, shuddering halt 
Whenever they put so much as 

a wheel off the road, the monster 
trucks of Hardcore blithely 
flattened or rolled over anything 
in their path. Get the picture? 
Well, sit on this mother-trucker: 
Hardcore 2 is on its way. 

But seriously, the joy of 

trucking with Hardcore is not 


(1) Now there's off-road 
and there's off-road, but 
this is getting silly. 

{2 This, on the other 
hand, isn't off-road 
whatsoever. From the 
sublime to the ridiculous 
in 4x4. entertainment. 


MRELEASE DATE: 


PUBLISHER: ASCII Games 


to be sniffed at, despite some 
flaws which may not have been 
ironed-out in this second version 
(like poor commentary and ropy 
graphics). It gives you hardcore 
action, splendid views and, best 
of all, a great ride. What more 
could you want? 

One of the trickiest problems 
that any racing-game developer 
must overcome is giving the 
player at least a little of the idea 
that they really are ‘driving’ a 
vehicle. The term ‘driving’ in itself 
means little because it involves 
many things ~ like steering at 
high and low speed, the feel of 
the vehicle's hold upon the road, 


2 


January '98 Ml PLAYERS: 


=a 
Bees 


the suspension, the ride. It's a 
problem that even good games 
like Formula 1 haven't completely 
got to grips with yet. But some 
games conquer some aspects of 
driving better that others, and 
with this one - and you would 
hope so, too, it being an off- 
roader — it's the suspension that 
is captured beautifully. 

Going across and over 
inclines, crunching over boulders 
and hills... whatever the terrain, 
the trucks seem to move over 
it extremely realistically. You 
don’t just tear round these 
courses, you rock and roll round 
them, making this game not only 
an adherent to the laws of 
Newton but also tremendous 
fun. This second version looks 
pretty much like the first (PSM14, 
7/10) but that isn’t such a bad 
thing, and so we look 
forward to reviewing it 
when it's complete. 


One 


DEVELOPER: In-house Ml ORIGIN: 


America Mi STYLE: 


Driving sim 


less pixilated 
than in the 

original but a 
less detailer 


1 KISS : 
’ G. ' oF | 
Every month the ee UK PlayStation 2 covers 
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History | Role Playing Games 


Early explorers 


f your neighbours still have the curtains 
closed at noon on a sunny summer 
day, it can now mean one of three 
things. Whereas a quick blast on Tekken 
2 or Wipeout 2097 can be instantly 

gratifying, with no poor reflection on their long- 
term charms, the Role Playing Game requires an 
investment of time and attention. To truly 
appreciate it, you'll need to set aside several 
hours - preferably a weekend — in which to 
spud out, follow the storyline and solve its 
puzzles without losing concentration. 

The flipside is that, having seen the end 
sequence, you probably won't be tempted 
to undertake more than one replay. That's 
an unhappy fact of most RPGs, especially 

when they have a high puzzle content, 

and might explain why the fans can't 

stop asking for more. But take a look at 
the actual solution times for recent efforts: Vandal- 
Hearts would take you 20-35 hours to ‘perfect’, 
Legacy Of Kain was closer to 40 hours, while the 
forthcoming Final Fantasy VII promises around 
110 hours before you reach the end of the last 
CD. That calls for a dedicated videogamer. 

The PlayStation is the perfect medium for 
adventure gaming, combining the storage capacity 
for enormous worlds and the ability to represent 
them with incredible visual detail. Read on as 
PSM celebrates a few old favourites, notes current 
developments, and reveals what you could be 
playing in the future... 

‘Our story begins with The Colossal Cave 
Adventure. In 1972 an American programmer 
called William Crowther created a computer 
mapping tool to aid his other passion ~ cave 
exploring - which he used to produce layouts of 
Kentucky's subterranean Mammoth and Flint Ridge 
systems. Purely for his amusement, he then wrote 
a simulator in a maths-based computer language 


PlayStation is the perfeet medium for adventure gaming, 
combining the storage capacity fer enoynens werlds and 
the ability te represent them with inevedible detail 


called FORTRAN that allowed the user to type in 
directions and thus move around an environment 
based on these maps. 

The potential of Crowther’s work was picked 
up by Don Woods, a researcher at Stanford 
University’s Artificial Intelligence Lab, in 1976. A 
big fan of JRR Tolkien, Woods embellished the 
caver-sim with fantasy elements such as dwarves, 
elves, riddle-posing guardians and volcanic 
chasms of doom. As a computer game, it wasn't 
entirely original ~ an early effort called Wumpus 
= had already seen UNIX proto-gamers negotiating 

the maze lair of its mythical creature via text 

z inputs - but the puzzles and detailed locations 
lent it a more cerebral edge and gave you 
the sense of being a wandering explorer. 
Later conversions of Crowther & 
Woods’ amalgamated code 


oS 
“wv 

> 
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(appearing under such names 
as Colossal Adventure, Original 
‘Adventure, or Adventure) were often 
slightly modified, but the core of the game 
continued to win fans for years to come, 

The home computer boom of the early 
Eighties unearthed a whole new market for the 
format, and those who enjoyed it wanted more. 


= Vector map of Bedquilt Ca 
By Mel Parks 


(1) Back to basics: computer-aided mapping of cavern systems was the 
for (23 simulating a complex environment. (3) Imagine the text delivered 
the voice of Peter Jones and it almost worked... (43 Um, a cave. Obviow: 


D Frustrated by CD load 
Smes? In the days of the 
Speccy, you could make a 
cappa during The Hobbit's 
tape access. (2 Those 
good-natured inhabitants 
et Monkey Island extend 
Se traditional welcome. 
The division of RPG 
and adventure becomes 
@ickier: how would you 
lass Resident Evil, say? 


Companies like Artic, Infocom and Level 9 were 
devoted to the publishing of new text adventures. 

These new 8-bit processor machines boasted 
capabilities quite beyond a DEC-10 mainframe, 
however, and the adventure had begun its 
evolution in tandem. With The Hobbit (1982), 
Melbourne House was the first to combine a text 
window with graphic depictions of locations from 
Tolkien's Middle Earth, making it an instant best- 
seller. The design skills of Scott Adams were so 
respected in adventure circles that he acquired 
one of the earliest licences, a Marvel tie-in based 
on ‘The Hulk’ which used comic-strip stills of 
Bruce Banner transforming. In doing so, Adams 
also established a regrettable precedent for 


licences ~ it was truly awful. 

But this was a time of 
experimentation and, thanks to the 
adventure, conceptions about Artificial 
Intelligence and virtual worlds were filtering 
through to computer game enthusiasts. The 
ZX Spectrum was host to Legend's Valhalla, for 
instance, an ambitious attempt to people the 
game world with characters who would act 
independently of your immediate interactions. 

Exploiting the advantages of computers over 
consoles, a company called Gilsoft enjoyed a 
surprise hit with a software tool known as The 
Quill: essentially a DIY design kit, it allowed 
disappointed players with limited coding 
knowledge to prove that they could invent a 
decent adventure for themselves. Fun as it was, 
the formulaic results merely highlighted the 
existing limits of the genre. 

Yet, despite this straitjacketing, the language- 
dependent nature of the adventure led to 
its rather pretentious labelling 
as ‘interactive fiction’: there 
was even critical opposition 
when illustrations were 
introduced, just as some 
still claim that radio can 
paint greater landscapes than 
television by drawing on the 


Featuring deeent puzzles, clever seripting and the finest 
vange of insults and duelling taunts ever heayd, Menkey 
Island was dyiven by a nevel peint-&-click interface 


audience's imagination. But trying to speak English 
to an 8-bit computer was also the adventure’s 
biggest flaw, and few people had the patience 
for "I DON'T UNDERSTAND... YOU CAN'T DO THAT... 
USE ON WHAT?" messages. All too easily, the 
experience could be undermined by thoughtless 
design and ludicrously opaque riddles more at 
home on Ted Rogers’ 3-2-1. Take Scott Adams’ 
Savage Island 2 (billed as ‘tougher than Savage 
Island’) where the player began the escapade in 
a deadly decompression chamber with just a few 
goes at entering the appropriate command. A 
messy demise and Game Over would follow if 
the player didn’t guess at ‘hyperventilate’ 

As the emphasis on graphics took over, 
companies such as Ultimate Play The Game (later 
to become Rare Design) began to describe games 
like Atic Atac as ‘graphic adventures’, for the 
simple reason that they contained numerous 
single-screen locations, involved items you could 
manipulate, and, er, didn't play like anything you'd 
seen before. But while some might argue that 
Fairlight from The Edge was a forerunner of the 
action RPG, its sword-wobbling hero and multi- 
levelled castle had more in common with isometric 
puzzlers in the Knight Lore vein. 

The arrival of 16-bit technology ~ notably the 
Amiga and ST for many Brits — promised much 
For many avid fans, The Secret of Monkey Island 
(1991) was something ofa breakthrough. Featuring 
a protagonist in less-than-heroic mould, decent 
puzzles, clever scripting and the finest range of 
insults and duelling taunts ever heard, Monkey 
Island was driven by a novel point-&click interface. 
While many software publishers seem fixated on 
visual excellence, LucasArts ensured that their 
technical achievements were backed up by talented 
writers working with the designers to produce > 


Guybrush Threepwood gets 
a new LucasArts gloss in 
Monkey Island 3. 


PlayStation 


> something memorable. Little has bettered it, 
and there are high hopes for the forthcoming 
Monkey Island 3. Indeed, it’s often overlooked that 
Lucas had already made the leap in sophistication 
with their previous 8-bit title Maniac Mansion. 


Console incengyw 
Influences are less obvious when consoles enter 
the scene. Japanese audiences were familiar with 
Western fantasy games — Wizardry still has a small 
cult following there today ~ and the NES saw many 
early dungeon bashes in imitation. Medieval fantasy 
was readily absorbed into their game culture, and 
not always of Japanese origin. But the coin-op 
softcos who turned to cartridge production soon 


With FEVI Squave have shown the possibility of blending 
pye-yendeyed imagery, FMV eut seencs and 3D animation 
withent sacrificing the immediacy 6f the game enviyenment 


found their own style of RPG construction, and 
the results were impressive. Nintendo's Zelda came 
to define the action RPG, combining adventure 
and exploration with more traditional arcade 
accessibility. A gentleman's duel would eventually 
break out when Square's Final Fantasy 
challenged Enix’s Dragon Quest for the title 
of most popular SFC series. Meanwhile, Sega 
found that its Mega CD, a dismal failure 
over here, was a huge success when it came 
to PC Engine ports and RPGs with anime cut- 
scenes. 
The employment of CD-ROM wasn't always 
so positive. Cryo's Myst could be seen asa pictorial 
reworking of the Colossal Cave Adventure ethic, 
turning the location descriptions into pre- 
rendered images compatible with point-&-click 
mechanics. But its rave reviews were mostly a 
comment on the use of technology rather than 
the existence of any decent playability. 

Another blow to the integrity of CD-ROM was 
the invention of the FMV adventure. You know ~ 
once-great actors braving the embarrassment of 
terrible scripts and cheap special FX to pay the 
rent. Memory games and tile puzzles dressed up 
as ‘an adult scifi thriller’. Seedy men in suits who 
think ‘interactive movies’ are the entertainment of 
the future. Philips CD-i. Cleavage and gore. Half 
an hour to complete when you've sussed all of 
the multiple choice answers. No, no, no. 

With FFVII it seems that Square of Japan have 

demonstrated, at last, the possibility of blending 
pre-rendered imagery, FMV cut scenes and 3D 
animation without sacrificing the immediacy 
or interactivity of the game environment. It's 
their biggest adventure ever, and it could 
be yours, too. This is only happening 

‘on the PlayStation... 


‘Auto-mapping 

Decent dungeon exploration games will provide this tool to record your { 
progress. Games that expect you to use pencil and paper will one day 
burn in hell. 1 
EXP ' 
Abbreviation for Experience Points, the idea being that when you do 

something right, you also get better at it by accumulating EXP. 

HP ‘ 


‘Abbreviation for Hit Points, a measurement of your character's health. A 


(1) We don’t fancy Fighter 2's chances in Wizardry V. (2) Little has bettered 
the tooled-up, multi-item combat and block-based puzzling of Zelda Ill 
although Enix made some worthy attempts at action RPGs with Soul Blazer 
Gnd {33 The Illusion Of Gala (UK: IMlusion Of Time}. (4) Sumptuous as it looks, 
can FFVIs menu-driven gaming ever attract a mass market in the West? 


“successful attack will reduce your hit points, and when you reach zero HP it’s ‘akc 
thud. The turn-based RPG is renowned for little numbers popping from heads to 
@ | indicate the damage done by an attack. 
J inventory 
sq” A list of your collected tems, It's amazing what you can fit in an adventurer's backpa 
several suits of plate mail, 350,000 gold coins - but if you've ever played an RPG wi 
Umited inventories or encumbrance penalties then you'll forgive the lack of realism. 
Levels 
Collect enough EXP and you may ‘level up’, Improving your abilities across the boars 


(1) Might & Magic was one 
of many Dungeon Master 
clones. And a bit tat, at 
that. (23 Legacy Of Kain 
dressed up the old overhe: 
ackfest with FMV and huge 
locations. (31 Beholder's 
characters were mere 

‘al 
however, 12 of the 14 
characters had revealing 
flashbacks, dark secrets 
severe personal hang-up: 
That’s progress for you. 


fn the old, old D&D days, it actually 


mp 


meet a level 6 monster wandering on the sixth floor level down, if you see, 


TayGTTEIe 


prociaims 
guventure 


Sf Corak 
eFantastic 
éhxilenging guests ab t 
ane patties Innaneran ie: mast 
heCreaght. He vou have the 


related to the depth of the dungeon — you'd expect to 


Llad 


‘Abbreviation for Magic Points, a common system of limiting magic use so that you can’ 
<ast your brilliant Nuke Everything spell every round. Gah. 


‘A non-player character, a CPU-intelli 


take an axe to one of them. 


int person in the game world with whom you can 


Jnteract but not control. Often protected by mysterious authoritative forces when you try to 


hink of Might & Magic, 
T Eye Of The Beholder, Wizardry: 

Western roleplaying games have 

always concentrated on logic puzzles 

and lateral thinking excercises, often 
to the detriment of sensible character motivation 
Nowhere is this more apparent than in the seminal 
16-bit ST/Amiga title Dungeon Master, which many 
claim to be a precursor of Doom. Viewed in first- 
person perspective, the dungeon was one big box 
of locks, traps and obstacles to be overcome in 
whatever order was necessary. Your four-strong 
party of warriors and mages were stereotypes, 
with no personal history or ability to interact. 

In contrast, Japanese audiences have always 

favoured sympathetic characters and strong 
storylines to carry their videogames. Identifying 
with the heroes is central to the appreciation of 
any Japanese RPG and puzzle content is often 
very simple; mere cursory obstructions to conjure 


Japanese audienecs have always faveured sympathetic 
characters and stveng storylines te carry their videogames 


a sense of progression without hindering less 
competent players. 

Another familiar facet of Japanese videogaming 
is the gaiden or side-story. RPGs possess a rigidly 
linear structure, tackling each dungeon or 
wilderness trek in order to move from cut-scene 
to cut-scene and thus follow the creator's intended 
sequence of dramatic events. But most of them 
also give you a chance to wander from the path 
briefly to uncover some extra treasure, perhaps 
resolve a minor plot point or discover a hidden 
character ~ such as the chance to reunite wild 
orphan Gau with his father in Square's Final Fantasy 
3. Japanese softcos will regularly exploit this 
attachment to popular characters and scenarios 
to create entire spin-off games based on them. 

Perhaps the one exception to this East/West 
comparison is Richard Garriot’s Ultima series. 
Although the Underworld titles were more in the 
tradition of Dungeon Master, with 3D environments 
and a first-person perspective, the later adventures 
of Lord British were more concerned with 
establishing a believable premise and populating 
it with interesting folk. Linear progression wasn’t 
enforced, but you would eventually discover an 
optimum route for solving the problems at hand. 


Parser 
When playing old text adventures, this was the software routine that separated your 
commands into verbs and nouns and made sense of what you were trying to do. Ah, the 
hours you could spend entering ‘USE MATCH ON LAMP... no... LIGHT LAMP WITH MATCH...” 
Swear Box 

‘You can guess at what impatient players might be tempted to type in when stuck on a 
difficult text adventure puzzle. Knowing programmers thus introduced this expletive- 
sensitive watchdog, penalising the offender with a lightning bolt, item loss or a jolly good 
beating from a swarthy dwarf. 


Lest in the translater 


(1) Square's Front 


ranslating games from Japanese to 

English poses rather more problems 

than simply converting NTSC code to 

PAL, especially when there's a significant 

quantity of text involved. Unless you 
reprogram the entire thing from scratch, the only 
option is to write your English translation over 
the Japanese text so that it occupies exactly the 
same space in memory. However, their alphabet 
tices ‘kanji’ characters, ideograms derived from 
Chinese script. A single kanji symbol can express 
a syllable or an entire word, so it's possible to 
say a great deal in a small space (Legend 

fs ‘Of The Holy Sword requires just four 
i letters). English, and its tiny alphabet, 
will happily spend six letters on a 
monosyllable with silent combinations like 
‘slough’, See the problem? The loss of content 
and detail is regrettable, and not just for RPGs: 
even the none-too-literary fighting game can 
suffer, with an incredible move name like ‘the 
sleeping tiger awakens’ reduced to ‘gut punchy 

in translation. 

ira Japanese game is granted a Stateside 
release, a British version is at least more 
probable. Cultural differences can deter 
many Western publishers, however, who 
seem intent on feeding us the proven diet of cute 
furry mammals in trainers. They don't like to risk 
anything that J Public might find bizarre, and tiny 
purple wizards who zap away at each other using 
Mnenu commands tend to fit this category, sadly. 
Lastly, there's the issue that RPGs simply aren't 

as popular over here as they are in Japan and 
the States. The fans make up a small but vocal 
minority, and you'll regularly spot pleas for more 
RPGs in letter columns. But the sales figures speak 
otherwise, and it may not prove economically 
viable to invest in lengthy, expensive translation. 
Look on the bright side — ‘only the top 10% 
of RPGs are worth playing, and half of 

those are likely to be converted, 


its mercenaries, 
their hopes, thei 
dreams - but it's a 
strategy wargame. 
{2} Sometimes it's 
hetter to guess at 
your own translation 
of the text... But if 
you like the idea of 
expendable tiny folk 
battling it out under 
your control, gawp 
at FF Tactic. Coo. 
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t's a common misconception to assume that all RPG fans are alike. choose the obviously wrong path of action to see what happens ~ insulting 


1] You've heard of character classes ~ fighters, thieves, magic users monarchy, abandoning colleagues and shooting shopkeepers gives them away. 
and the like - but did you know there are also player classes? As you Probably knew the 401 ways to kill Thorin in The Hobbit. 


peruse the following categories we ask you to assess your own role. \ 
. 


PP) storygamers 

Control Freaks These folk like to see a narrative unfold, a plot played out, a conclusion reached. 
These are the people who immerse themselves in the battle system, trying They adore multiple endings and character flashbacks and show off by using the 
to master its formulae and exploit any inconsistencies. Unfortunately, 2 original Japanese names for their heroes. But they regard it as a flaw when the life 
lack of inspiration causes them to name all their characters after mates and story of some minor NPC peasant isn’t explained in the end sequence, and the 
girlfriends. One day, that saved game file will return to embarrass them. worst cases resort to writing fan fiction. Heinous. 


Powergamers Friends 
These players are devoted to the creation of deity-slaying 9th level warrior ‘The purpose of these creatures is barely intelligible, as they don’t even pick up the 
mages. Do you dive into the weapons shop upon reaching any new location? joypad to issue commands. Instead, they sit and watch you playing RPGS for half ar 


haw before hinting that it might be nice to watch some telly, maybe go out for the 
evening, rather than spend another night hacking through Zorag of Tharn’s evil 
‘stronghold. Their strongest tactic is to read the text boxes aloud, whereupon the 


ive hates to be shuffled along by the story and will always cringeworthy dialogue often forces you to retreat. 


Eeenteresting. Tell me about your mother... 


Anarchists 
The born subversi 


A hex on your ‘Station 


pecial mention 

should be made of the 

strategy RPG, or ‘SLG’ as the 

Japanese call it, Those who 

remember Shining Force on the 
Mega Drive, or obscure cult hit Warsong from 
the Der Langrisser series, will be familiar with 
the idea, The emphasis here is firmly on tactical 
combat and skirmish wargaming, such as you'll 
find in the X-Com series. However, the sequence 
Of battles is held together by RPG elements such 
as story breaks and character advancement, often 
with the chance to upgrade your heroes between 
stages. Here's what you can expect on the 
PlayStation soon... 


Vandal-Hearts 
You can pick up a perfect example of the sub- 
genre right now: we awarded Konami's 
= excellent’ Vandal-Hearts a 9/10 cu) 
} f recommendation in PSM20, lauding 

PLAINS o% |) aS its varied battle scenes and ile 


eet scripting. As long as you don't ruin & 


it with the level-up glitch (ah, that would 
be telling) this will bring you many evenings 
1) Konami's Vandal-Hearts is a of intelligent blood-letting, 

Sea faescy onieaee penn = 
Seicsicic re coca ans Osre Battle 
your mobile suit to fit your pilot's There's a bit of cheating going on here, as this 
Battie skills In Front Mission. is actually the highly-acclaimed SNES game given 


Square squeezed stunning 
from the SNES... (31 And thei 
=xploitation of the PlayStation 
continues with Front Mission 
Alternative, which is looking none 


@ 32-bit gloss and re-released in the States. Not 
without flaws, but if you can imagine the joy of 
toasting a paladin detachment with your zombie 
dragon squadron, you're that special kind of 
fantasy gamer... 


feo shoddy. (41 More diminutive 


‘Sword-wobbling in Final Fantasy p The emphasis ig 6n tactical combat and skiymish 
Tactic, which draws on monsters 


and character types from all of the wargaming... bet the sequence of battles are held 
‘eal Fantasy roleplaying games. together by stery breaks and ehayactey advancement 


Front Mission 

Square has two Front Mission games lined up: 
FM 2 will be a proper sequel to the Super Famicom 
skirmish wargame, an isometric turn-based affair 
where the player controls an elite force of mecha- 
suited mercenaries in a near-future conflict. FM 
Alternative wraps the same idea in smart polygon 
graphics, detailed 3D terrain and superb weapon 
effects, making it more attractive to the average 
punter. If you admit to a guilty pleasure in any 
game with chunky military hardware, this will be 
for you... 


Final Fantasy Tactic 
Vandal-Hearts, Square-style. Many of the 
development staff worked on the charmingly 
Monickered Tactics Ogre: Let Us Cling Together 
(SFC), and this will follow the same format of 
lush rotatable 3D battlefields but with creatures 
from the FF world such as Dark Mages and ; 
Chocobos. Square promises that it will be more 
accessible to those who wouldn't normally 
consider strategy titles. 
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ou may have felt a bit neglected in 
recent times, but RPG fans should soon 
have more than a few reasons to rejoice. 
Although we cannot presently confirm 
UK releases for many of the titles listed, 
some of them are almost certain to be heading 
our way, The general rule is that an American 
translation makes the prospect of PAL conversion 
all the more likely, so keep your eyes on PSMs 
news section in future issues. 


Wild Arms + Media vision 

Media Vision's epic RPG has already been 
translated and released in the States by 
SCEA, so there's every chance of Sony letting 
us get our British woolly mitts on a PAL 
version when they reveal we have to wait 
until next year for FFVI! (probably). The best RPG 
for the ‘Station to date, Wild Arms looks like an 
old SNES game at first glance, but chances are 
you'll forgive them when you get into it: they've 
borrowed so many leaves from Square's book, 
see, that barely a dust cover escaped. Overhead 
sections play like an action RPG, with Zeldarlike 
touches to test the abilities of your three-strong 
party of warrior, thief and priestess. But every 
Bo often you'll be attacked by wandering monsters, 
Whereupon the whole game shifts to a 3D turn- 
based battle mode with gnarly polygonal monsters 
and some incredibly pyrotechnic deity-summoning 
Spells similar to the Espers in FFI. 


Alundye - matrix 

For those who can't bear turn-based combat, this 
32-bit take on the old action RPG will take you 
back to Enix’s Soul Blazer, Illusion Of Gaia and 
Tenchi Souzo, Given that the development team 
incorporates many of the staff who worked on 
that isometric Mega Drive lovely, Landstalker, 
there's more than enough indication that it will 
be done well. A US translation is pencilled in for 
the end of the year, so the possibility of a UK 
release will probably depend on how well its 
received across the Pond. 


SaGa Frontier - square 
The other big title currently under construction 
at Square's Japanese HQ, this is the latest title in 
their Romancing SaGa series last seen on the 
Super Famicom. Your party of warriors can be 
chosen from a wider selection of recruited allies, 
@ la Shining Force, and breaks down into four 
classes. Humans are versatile; Spirits can only 
use magic; Mecha are restricted to physical 
weapons; and Monsters can transform to adopt 
the abilities of their victims. Graphically, the 
environments use pre-rendered backdrops ina 
similar technique to FFVII but with a brighter, 
more upbeat style that complements the cutely 
shiny sprites. 
‘On the downside, no Saga game has ever 
been released outside of Japan. The 
complexity of Square's ‘Free Scenario 
System’, with its branching plot 
structure and character 


Matrix opt for a 32-bit 
take on the old action RPG 
In Alundra. 


give it a sophisticated edge, the majority 
scrolling 2D environments (2) th 
reminiscent of the 1 t seems that many RPG design: 
ig to imitate Square's efforts on the SNES, while Squa 
ack the 32-bit boundaries (3) 

{4} We have much to look forwar 


themselves pi 
vistas for the likes of Saga Frontier. 


° 


upgrade choices, could prove difficult to translate. 
But with a little pressure from Sony, perhaps...? 


Breath OF Fire UL. capcom 

More kudos for Sony, with Capcom deciding to 
continue its own respected RPG series on 
PlayStation. While previous titles were strictly 
overhead affairs with 3/4-view battle scenes, BOF 
lil dips into the possibilities of 32-bit to generate 
3D cities, dungeons and battlefields that can be 
viewed from multiple camera angles. You play 
Ryu, a young adventurer who gradually uncovers 
the truth behind his special transformation 


powers. Again, expect dizZying numbers of secret 
bits, big blue hair, rampant anthropomorphism 


(1) Alien Earth: a worthy sequel to 
Shadowrun? (2) Persona is purely for 
the stat-fiends. (3) Even Namco has its 
own RPG. (43 & (5) Getting a Stateside 
release at about the time you'll be 
reading this, FFVII will be enormous. 
And, er, spot the similarities to the 
wery first FF game (61 on the NES... 


Me rat Tine 


"302,312" — 
299 315 44 


and a few Capcom in-jokes. 
BOF was one of the last SNES games 

to receive a UK release, so the chances 
of a PAL conversion here are good. 


Tales OF Destiny « namco 

At 64 megabits (8Mb), Namco's Tales of 

Phantasia was the biggest Super Famicom 
cartridge released. Then again, it did contain its 
own sampled pop theme song and built-in graphic 
equaliser... Fortunately, this 32-bit sequel should 
find Namco's RPG leanings more at home on CD. 
Although nothing has been confirmed, their close 
relationship with Sony may prompta translation. 


Persona « atus 

An oddball plot in which college kids get mixed 
up in a roleplaying game and learn to harness 
real demonic powers, like a celebratory tongue- 
in-cheek swipe at the Christian Right's tabloid 
propaganda. The switching of graphical styles — 
3D towns, first-person corridor sections, 3/4 
view battles - looks a bit ropey, though. This is 
already out in the States, where it hasn't performed 
as well as Konami's Suikoden, but the complexity 
of the combat and the degree of challenge it 
offers has earned it the preferential affection of 
expert players and statistics fiends. 


Alien Earth. melbourne House 

With its darkly futuristic setting and clever opening 
plot twists, Beam Software's acclaimed Shadowrun 
(SNES, 1993) remains a fondly-remembered 
favourite, However, poor sales meant that the 
promised sequel never materialised - until now. 
Alien Earth retains the same gritty atmosphere 
as its predecessor, but the passé cyberpunk 
elements have been played down in favour of a 
more fashionable extra-terrestrial invasion 
scenario. The game is currently being developed 
for PC, although Beams experience in PlayStation 
development and conversion makes a console 
release look very plausible indeed. 


Swikeden II» Konami 
Already confirmed for the PlayStation, Suikoden 
I will pick up where the previous game left off. 


FFVIE 
Sony can no longer afford to underestimate the 
number of gamers who upgraded from 16-bit to 
PlayStation in the knowledge that it would play 
host to Square's third-party titles. Their games 
exhibit a painstaking level of quality. First, they 
have always invested heavily in their creative 
staff. Second, they possess the technical resources 
to fully exploit whatever console they wark on. 
Third, they never emphasise one aspect of game 
design over another: graphics, character 
design, plot scripting and soundtrack are 
all assigned equal importance. 


| 


Weird anim: 


jaced heroes 


and secrets aplenty in 
Capcom's Breath Of Fire Ill. 


‘Nnd here, come the Belgians’. From ténetitédlands 
to’Germiany, and ‘France tocScahdthavia, a Euro-PlayStatio rn 
revolution iS_ready “to take-place, This month 
We-takenalook atthe Games.” production aacss 
the.Ghafiriel ‘and prepare for the allied invasion 
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elphine Software is 
actually an offshoot 
of Delphine 
Productions, a record label 
established in 1976 by Paul 
de Senneville. Its speciality 
is easy listening and it made 
a fortune in the "70s and 80s 
with the recordings of 
French ivory tickler Richard 
Clayderman, a grinning 
flaxen-haired chancer who 
struck gold with a series of 
albums featuring music for 
piano and shotgun, Since 
1988 Delphine has built a 


reputation as one of Europe's 


premier development teams 


elphine'’s next release 
will be Moto Racer, a 
motorbike racing game due 
in October. You can ride 
motor-cross on trial bikes, or 
hit the road on incredibly 
powerful superbikes. 

Moto Racer, which was 
previewed in PSM21, looks. 
like being one of the most 
exciting racing games seen 
yet on the PlayStation. 
Certainly it is the console’s 
first arcade-style bike racing 
game. And with over 20 
‘opponents to take on over a 
number of differing tracks, in 
various competition modes, 
the opportunity for variety is 
huge. Worth seeing also just 
for the section along the 
Great Wall of China. 


Flashback was a se adventure game 
on the Mega Drive with Conrad B Hart as 
its central protagonist. Conrad returned it 
the 3D adventure on PlayStation, this time 
called Fade to Black. Both were published 


and is particularly strong at 


incorporating cinematic styles 
into genuinely playable 
games. Managing director 


Paul Cuisset comments: ‘We 


Adeline made their name with 


are one of the few private Delphine is named after 


companies remaining in de Senneville’s daughter. A Little Big Adventure. It also 


the industry for whom the sister company is named, produced Time Commando 


priority is creativity and appropriately enough, after and is working on LBAz, due 


artistic integrity’. Delphine’s sister, Adeline. in 1998. 
Founded | 988 
fd’ E 
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MOTO RACER 


MOTO RACER 


Moto Racer looks set to become one of the PlayStation’s most exciting racing games, 
the first one in which arcade-quality racing bikes will have been involved. 


aving merged with hits on cartridge-based continent than in Britain. 


Manchester-based consoles such as the Mega Infogrames is determined to. 


Ocean Software Drive and SNES never made change all that and its 


(Worms, Tunnel B:) last year, any real impact in the UK. release of V-Rally, two 


Infogrames is now the largest This was largely because they months ago, was the clearest 


European-owned publisher in were based on franchises possible signal of its intent. 


the business. Strange, then, such as Tintin, The Smurfs It was a mainstream 


that its profile should be so and Asterix, all licences that international hit. While Lucky 


subterranean. There are two 


are much bigger on the 


Luke sees the firm picking 


reasons its status has 
always fallen some way 
short of star. The first is 
that the firm has been at 
least as active in the PC 
multimedia market as it 
has been on consoles and 
enjoyed worldwide 


success with the PC game, Infogrames? two titles on the 


PlayStation to date have been 
Alone In The Dark and the very 
‘successful V-Rally, a recent 
PSM cover star. 


Alone In The Dark. The 


second is that its biggest 


| BS next major 
release for PlayStation will 
be Lucky Luke. It's based on 
a French cartoon strip that’s, 
been running for well over 
50 years and features a 
laconic-looking 
cowboy as the 
eponymous hero; 
The game is 
basically a 
cartoon-style 3D 
platformer that 
Infogrames 
happily admits 

is aimed at 

the younger end 
of the PlayStation 


cartoon portfolio which 
ney bope to break in the UK. 


licence that means very little 
in the UK, Infogrames is 
confident that the game itself 
will be very strong, despite 


the subject matter. 


Even if it fails, you can bet 


your bottom franc that V-Rally 


98 wor't, and Infogrames 
will be confirmed as a major 


force on PlayStation, 


. + ALONE IN THE DARK 


market. There are also 
dozens of puzzles to solve 
throughout 15 levels, with 
imaginative power-ups and 
pretty cool camera techniques 
adding extra spice along 

the way. 

Meanwhile the publisher's 
‘Well, well, what a-surprise* 
department is working on 
the follow-up to V-Rally. I'll 
be called V-Rally '98, 
indicating that Infogrames 
has pretty firm plans to 
release the game sometime 
next year. More details will 
be revealed over the next 
few months. © 


Even if Lucky 
Luke fails, you 
can bet V-Rally 
‘98 won't, and 
Infogrames will 
be confirmed as 
@ major force... 
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sygnosis is the 

Liverpool-based 

publisher that Sony 
bought four years ago and 
has so far supplied a string of 
classics such as Destruction 
Derby 1 & 2, Wipeout 2097 


and Fa, This Parisian offshoot, 


didas Power Soccer 2 
will be available before 
the end of the year. It will be 
a genuine all-new sequel 
rather than a bells-and- 
whistles update which is what 
Psygnosis conceded 
International was all along. 
Psygnosis is already boasting 
about a whole host of new 
features including eight new 
3D stadiums, new 
commentary from Brian 
Moore, a vastly improved 
3D game engine, all new 
stats and kits, new icon 


ower & Magic are 
unashamedly 
determined to 
establish themselves as sports 
specialists. Sequels to UEFA and 
Extreme Shuss are already in 
production. The firm has no 
wish to be all things to all 
games players; they simply 
want to be the name to trust in 


the world of sports. 


then, is, in a roundabout way, 


part of Sony’s in-house team. 


In the pipeli 


system, more varied playing 
conditions and bags more 
‘motion capture. ‘Basically’, 
explains a spokesman, ‘we've 
looked at the criticism of the 
first game, particularly of the 


In total Psygnosis employs 


650 development staff around 


slow gameplay, and we've 
addressed all the issues’. Two 
more games are due before 
the end of the year: Elric is 
an isometric RPG that might 
just find a niche, while The 


Urey the most 
exciting Power and 
Magic prospect is UEFA, the 
soccer game that’s 
threatening to blow ISS Pro 
away. Director Marc Djan 
is hugely confident that his 
firm's first release will be a 


classic: ‘We are shooting 
way beyond /SS, The game 
we're really trying to beat 
is Sega's Virtua Soccer 
coin-op. Because of our 
technology UEFA can 
feature very, very large 
sprites on screen many 
times during the match. 
We have a fast zoom-in 
‘option that enables you 
to watch players make 
passes and shoot and 
you actually see them 
make proper contact 
with the ball. ‘This 
doesn't happen in other 
games because if you 
zoomed in you'd see 


the world but the company is 
looking to grow that figure to 
over 800 within the next 12 
months. This means 
substantial investment in all 
offices, and that will 
undoubtedly include the 


successful Paris office. 


Island Of Dr Moreau is, li 
the recent movie, based on 
the HG Wells novel of the 
same name. 1998 will also 
see the release of 3X, a 3D 
strategy game. 


‘THE ISLAND OF DR MOREAU 


™ 


they never actually touch 
the ball. in real terms, their 
foot stops about 50cm 
away from the ball. UEFA is 
faster, smoother and much 
more realistic than any 
soccer game released on 
any console so far’. The 
game should be available 
in time for Christmas. 

PAM (as the firm likes 
to be known) is also 
working on a skiing and 
snowboarding game with 
the working title Extreme 
Shuss. Djan claims this has 
more action and more 
variety than Cool Boarders. 
But a worse name. 


fter years of 
developing games 
for other people, 
Cryo has just become a 
publisher proper, with its 
latest batch of titles 
appearing under its own 
brand for the first time. 
“This means’, concludes 
international marketing 
manager Andreas Stock, ‘that 
the next 22 months is the 
most important period in our 
history’. It also means that 
games such as Dreams and 
Unik need to be critical and 


commercial success stories if 


Cryo's Dreams 
can be played in 
‘two different 
ways - elther as 
an aggressive 
action game or 
an intelligent 
adventure. We 
know how we'll 
be playing it. 


HARD BOILED queso 


Cryo is to achieve its avowed 


goal of making the leap from 


French developer to 
international software house. 
Meanwhile, the firm’s 150 or 
so staff have no excuse for 
walking around in the usual 


programmer's garb of tatty 


MEGA RACE 2 


jeans and Metallica T-shirt, 
Perhaps they'll also have a 


taste for the odd drop of 


wo more Cryo games are 
due in the next couple 
‘of months. Dreams is a 
pretty weird and weirdly 
pretty title that can be played 
in two ways, either as an. 
aggressive action game or an 
Intelligent adventure game in 
which you clone characters to 
fight for you. Either way, a 
cult following could be on 
the cards. Ubik, meanwhile, is 


bubbly and no doubt have 
some decent luggage and 
perfumes in their 
possession... But we ramble. 
The point we're trying to 
make is that two years ago 
the Louis Vuitton-Moét = 
Hennessy Group took a 20 
per cent stake in Cryo. And 
LVMH, of course, is the 
holding company behind 
such super-swish French 
brands as Christian Dior, 
Louis Vuitton, Givenchy, 
Kenzo and Moét et Chandon. 


Roll on Christmas bonus for 


the people at Cryo. 


based on a novel by top sci-fi 
thriller writer Philip K Dick 
(he also wrote Total Recall 
and Do Androids: Dream of 
Electric Sheep?, the novel on 
Which Bladerunner is based). 
Set in New York, in 2019, the 
plot of this action/strategy 
game involves cryanics, the 
colonisation of space, 
industrial espionage and 
gangs of telepathic robots. 


Ubik is based on a novel by Philip K Dick, he of Total. 
Recall and Bladerunner fame. Set in New York in 20: 
an action-strategy game. 
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BACK-CATALOGUE 
* ELITSERIEN ‘95 
1995) PlayStation 


* ELITSERIEN ‘96 
(1998) PlayStation 


BACK.CATALOGUE 
* SCREAMER 
(1995) PC 


* SCREAMER 2 
1996) PC 
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eurostone’s only 
two videogame 
titles to date have 
been glorified conversion 
jobs: Elitserien ‘95 and 
Elitserien *96 were localised 


versions of Electronic Arts’ 


ilestone made its 
mark with its first 
product, Screamer. 

The game was credited with 

injecting a much-needed 


sense of excitement into the 


Se. 2 is due out on 
PlayStation before the 
end of the year but its a bit 
of a false start for Milestone 
on the format. Firstly it’s 
actually being converted by a 
UK team, Krisalis. Secondly, 
while the original Screamer 
was a huge critical and 
commercial hit around the 
world (nearly 1 million units 
shifted so far), Screamer 2 
saw the series stall a little, 
The next game, Screamer 


NHL '95 and ’96. 
Elitserien is the name 

of Sweden’s domestic hockey 

league and Neurostone’s 

versions featured all of 

its teams and players — 


although the gameplay 


In the pipeline 


driving genre on PC, where 
the emphasis has traditionally 
been more on serious 
simulation than simply driving 
fast and having fun. 


It seems most likely, 


In the pipeline 


Rally (which Milestone boss 
Antonio Farina describes as 
‘more than an update but not 
Screamer 3) sees things back 


element was the same. 
However, while 
Neurostone might have 
started out applying suitably 
‘Swedish embellishments to 
an American franchise, the 


group is fiercely proud of its 
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first homegrown product 
(Auto Destruct — see belo 
and is determined to mak 
a name for itself as a 
company that deals in 
original games rather that 


simply conversions. 


(iam rae 
He jarters ckkhol: eden 


uto Destruct, due out in 

October, will be 
Neurostone’s first ever original 
product. It's a combat car 
racer in which the thrill of 
driving very fast is 
supplemented by the even 
bigger thrill of blasting the 
crap out of other vehicles, 
passing pedestrians and, if 


however, that the firm will 
come into its own on 
PlayStation with the release 
of Superbikes next year. 
Milestone is looking to 


provide the perfect 
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you're in the mood, even 
few buildings. Alongside t 
action there's an element « 
strategy similar to that 
featured in the Strike serie 
‘of games; handling your 
resources (particularly fuel 
armour and ammunition) \ 
pay dividends in the game 
final outcome. 


combination of accurate 
simulation, sheer speed, 
arcade action and pure 
gameplay. On bikes. It co 
almost be described as Fi 


two wheels, perhaps. 


LS 14s 
Hi jarters ckkhol: eden | 


on track ~ and cross: country. 
It will be out first on PC but 
a PlayStation version should 
follow next year. The first 
game that Milestone is 
writing directly to Sony's 
format, however, will be 
Superbikes. The game is 
based on the Superbike 
Championship. It's a 
spectacular spectator sport 
and should translate into a 
white-knuckle game. It will 
feature 18 bikes and 12 


tracks spread across Euro 
the US and Japan. Milesto 
has gone to great lengths 
recreate every detail of 
track and incorporate all 
technical data into the 
building of the bikes 
themselves, The footage 
we've seen looks superbh 
smooth and the game its 
shaping up to be immens 
playable. The only bad n 
is that it won't be out un 
the second half of next y 


alisto began life 

insg90 as Atreid 

Concept, founded by 
Nicolas Gaune and funded by 


computer manufacturer Apple. 


It was bought by the 
European publisher 
Mindscape in 1994. Last year, 
however, the two firms 


decided they were ‘moving in 


different directions’ and 
Gaune decided to buy his 
company back. 

European marketing 


director James Morris claims 


Nightmare Creatures will 
be published by none 
other than SCEE itself in 
‘October, Set in London, in 
1834, this roving combat 
game challenges you to rid 
the streets. of all sorts of 
demonic vermin and could 
turn out to be one of the 
games of the year. SCEE 
certainly séems to think so: 
the firm, which rarely 
publishes games from any 
third parties, has made 
Nightmare Creatures one of 
what it calls its ‘pillar’ titles. 
That means that the title gets 
the full weight of SCEE's 
mighty marketing machine 
put behind it — and that it 
will almost certainly be a 
massive hit, 

Kalisto is also working 
on The Fifth Element, an 
intriguing looking game 
based on the internationally 
successful French movie 
directed by Luc Besson and 
starring Bruce Willis. Despite 
the critical divide over the 


the group is ‘passionate 

about everything they do. 

They're all fanatical games . 
players... aiming for the 


cutting edge’, 


film's content, it was one of 
the most elaborate and 
expensive productions of the 
year and it certainly looks 
like providing a fantastic 
backdrop for a suitably 
imaginative game which, due 
to the inclusion of a few of 
Besson’s ideas and scenes 
that didn't make it on-screen, 
Kalisto is boldly pitching as ‘a 
sort of interactive director's 
cut’. Looking rather like a 
Tomb Raider-clone at present, 
the array of colours that are 
likely to be added should 
give it more of a distinctive 
ook of its own. Some of the 
biggest publishers in the 
world are currently bidding 
for the rights to the title, 
which is due to emerge 

next spring, 

Two more Kalisto titles 
should hit the PlayStation 
before the end of '98, but the 
firm isn’t revealing any details 
‘on them just yet. No 
doubt they'll be up to 
scratch, though. 
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behind the latest 
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EVERY MONTH: 

> 3D RENDERING 
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; AN on sale “.)) Sap" 


COMPLETE WITH XRES 2 FREE ON A SECOND CD 


PSM Is prepared to award a golden ‘10’ to games 
which are perfect. 


A splendid piece of software - recommended 
without prejudice. 


Very, very good. Add it to your collection 
forthwith, if not sooner. 


AA great title with minor irritatior 
worthy purchase. 


A case of ‘Why did they do that?.-Play 
with some dodgy bits. 


Straight average. Unoriginal or flawed, 
worth buying ~ just. 


Below average. Probably has some 
gameplay or lifespan flaws. 


Looking pretty bad. Maybe worth 
couple of days. 


Borderline crap 
and 


‘Special games which we think deserve to go or 
‘must buy list are also awarded our StarPlayer 


uper Pang Collection 
Oddworld | 
~~» Kurushi 
Warriors 
ick Off 97 
Lost World 
Hard Boiled 
Nuclear Strike 


Formula 1°97 


The sequel to the best-selling game of Iast year arrives with an impressive screech. 
But does it get the pole... or crash and burn? 
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ILVERSTONE -~ 
stop 
@ Host of the first ever modern 1950 MONACO 
Grand Prix, and still one of the op stats 
best courses in the season. ave 
Built on a WWI airfield, ees 
Silverstone is one of the Sai 
highlights of every Formula One ary 
season, Although it features a 
profusion of curves and bendy PL FERRARI — 
‘sections, it’s a deceptively fast “9 DRIVERS! ———_ 
course, with many fourth, fifth, and sixth gear sections. While @ As with all Ferraris, this year's DATE OF BIRTH 3.1.69 DATE OF BIRTH 10.11.65 
ee charade eeniting ite drive, bsp eakeny a) Weer son = car is frighteningly fast, but the FIRST GRAND PRIX 1991 | FIRST GRAND PRIX 1993 
all too easy to push a bend just a little too hard and end up Rel tapemlgng Are tls py 
In all kinds of trouble. Definitely one of our favourite circuits. ae Ie eee area giacoanges | is 22 bed 
and Irvine can surprise you. ows 369 Pownts 42 | 
1996 GRAND 
PRIX RESULT 
POLE POSITION aie 
Hus 1 min 26875 secs eer 
eee 
FASTEST LAP meee 
VLENEUVE 1 min 29.288 secs spre stank 
oe sans 
WineRs 3 
1 Jaques VILLENEUVE coo 
2 Gennaro BeRceR ea 
3 ka HaKRIEN a 
4 RUBENS BARRICHELLO ene 
5 Dayio COULTHARD Toman 
are oF aera 9.4.71 | oATE oF ai 185.67 | @ Yet again Williams have fi 
TRACK FACTS rest GRaNo Prix 1996 | rinst GRAND PRX 1994 | the Hest car of the season, with 
Gea rs 22 ors 54 Incredible cornering ability at 
Seinen wins 7 wins 1 ridiculous speeds. Plus Villenouve 
Powrs 108 rows 39 is flamboyant but very talented. 
RACE LENGTH: 
61 LAPS iia >| 
mses 
tent | 
fins ot 
1966 Nona 
sans 
a - 
‘Tynes, - 
a Wins \wobe OF 
Poems MCLAREN-MERCEDES 
@ With the most powerful engine | oAre oF sieTH 28.9.68 | oare oF sinTH 27.3.71 
Of any car this year, the McLaren | FiRst cRano prix 1991 | RST GRAND PRIX 1994 
is very fast, but hard to set up | <Ps 86 ors 47 
. right. It's worth keeping an eye on | wns 0 wins 2 
owns 104 ows 92 


Coulthard, as well 
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JORDAN-PEUGEOT 


DATE OF BIRTH 30.6.75 | DATE OF BIRTH 141.73 | @ The Jordan is’very quick in the 
FIRST GRAND PRIX 1997 | FIRST GRAND Prix 1996 | corners, and backed up by a 

Ps 6 ops 14 powerful engine. Both drivers, 
Wins 0 wins 0 while young, are very promising, 
POINTS 4 POINTS 4 with a lot of natural talent. 
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IRVINE 


No, these aren't pre-rendered intro sequences - all of these shots are from 
the game itself. The cars are now made up of nearl 
compared to FI 


200 polygons each, a 
igh-resolution graphic: 
ing, and this is the stunning result. 


700 or so. Combine that with the 
roved lighting, and tweaked shi 


/ or all its minor faults and the annoying bugs, 
y MM Formula One was still an incredibly good 
) Je racing game, even on a machine like the 

PlayStation, which is hardly lacking for choice 


game, rewritten from the ground up and 


) starPLaveny in the genre. It's not surprising, then, that the 
SE TEFTETD sequel became one of the most eagerly awaited games aileretievery regard 
s ~) in the machine's short but illustrious history as soon ny reg: 


as it was announced. As the programming progressed, 

we've heard and seen more and more of the game, and regard. Or rather, it's two completely new games. One 
everything sounded almost too good to be true ~ the _is a pure arcade racer ~ fast, forgiving, simple to pick 
developers, Bizarre Creations, seemed set on producing up, challenging to master, great fun, and horribly 
the ultimate Grand Prix game, and what's more, they addictive. The other is a full-on racing simulation ~ 


seemed capable of doing it. accurate, realistic, complex, absorbing, and far more 

Now the waiting is over, the game is finished. And challenging, but just as much fun and equally addictive 
it’s everything that any PlayStation owner could have So different are the Arcade and Grand Prix modes, 
hoped for - if not more. in fact, that they almost deserve reviews of their own. 


The first thing you have to realise about FI '97 is But they do share one important thing: the graphics 
that this is no mere update. Bizarre haven't simply engine. And what an engine. If you thought that 
spiced up the graphics, changed the names to the original FI looked great - and let’s face it, 
reflect the current season, and thrown the result in a did - prepare to be stunned by FI '97. 
nice shiny new box. F/ '97 is still a Formula One racing Perhaps the most obvious and most important change 
game, but it's a completely new one, rewritten is the resolution. The whole game now runs in 512 x 
from the ground up and superior to its 256 high resolution throughout, giving the whole game 
‘oC in acrisper and clearer look. Bizarre haven't stopped there, 
almost every though. They've also taken full advantage of the 
increased detail afforded by the higher resolution, and 
both the newly-updated and re-modelled tracks 


ocT 


The Grand Prix mode 


Ithough the Arcade game is 
strong enough to stand on its 
own, the heart of F1 ‘97 is 
undoubtedly the Grand Prix mode. This 
is where things get really impressive. 
With Fa Bizarre were concemed 
about making the game too ‘simmy’ ~ 
Fi cars are far from easy to drive, after 
all - and so toned down the realism in 
an effort to make things playable. The 
massive response to the game, though, 
convinced them that us gamers were 
more than up to the challenge. As such, 
Fi '97's Grand Prix mode is far more 
complex and challenging 
than the first game. It's 
also more absorbing, with 
greater depth to the 
gameplay and a longer 
lifespan -mastering Fi "97 
will take weeks or months. 
It all comes down to the 
Increased levels of detail, 
redesigned physics model, 
and improved Al. 
While the first game 
gave you a fair degree of 
control over your car set- 
up, F1 ‘97 takes the PlayStation to new 
levels of authenticity and control. Before 
each race you can select from an 
incredible range of options, fine-tuning 
both the difficulty and realism to your 
tastes, completely setting up your car. 
The general options allow you to 
choose the race length; skill level (there 
are five); steering assist; braking assist; 
which sessions to complete (practice, 
qualify and race, qualify and race, or 
just race); damage; failures; weather 
(more on this later); tyre wear; fuel 


depletion; tear offs; and flags (penalties 
for dangerous driving, and warnings of 
hazards). The car set-up then gives you 
control over almost every part of the car 


IRVINE 


The Benetton-Renault remains an 
impressive car, and is one of the 
best choices for FI '97's Arcade 
mode, being superbly balanced. 


— gears, tyres, tyre compound, 
suspension, brake discs, brake bias, 
front and rear downforce; and fuel load. 
All of these options work hand in 
hand with the physics of the cars and 
racing conditions, making:this a more 
advanced and more demanding game 
to master but one that has far more 
subtlety and scope. Each wheel's level 
of traction and braking is calculated 
individually, taking into consideration 
the tyre compound, level of wear, 
weather, and track condition. Steering. 
is affected by the centre of gravity 
and momentum of the 
car. Likewise the weather 
system has been improved, 
allowing for rain to come 
and go during the race, and 
for conditions to worsen. 
Finally comes the Al 
used to control the other 
drivers. In F, all the drivers 
were controlled by the same 
basic Al, which tended to 
ignore the player in favour 
oftheracingline,andalways 
drove infallibly -leftto their 
own devices the computer cars would 
always finish, and normally in about the 
same order. In Fi ’97 thebasicAlengine 
has been expanded, allowing for more 
realistic and aggressive driving 
behaviour, and each individual driver is 
rated in a number of areas of skil, giving 
each computer car its own personality. 
Further, the Al also incorporates a 
random element, which means that the 
computer cars not only drive to win, but 
also run the risk of overcooking things 
somewhat. Collisions, skids, spin-outs, 
and more, are all possible, and with 
damage and failures tumed on, the Al 
cars can put themselves out of the race, 
just like in real life, and Just like you. 
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TYRRELL-FORD 


@ Another team that suffers from 
a lack of money. Although the V8 
engine Is good, it can't match the 
V10s used by the best cars. The 

same can he said of the chassis. 


DATE OF BIRTH 30.11.66 
FIRST GRAND PRIX 1994 


DATE OF BIRTH 4.3.72 
FIRST GRAND PRIX 1994 


rs 37 ors 41 
wins 0 | wins 0 
PowTs 11 | points 12 


DATE OF BIRTH 17.9.60, 
FIRST GRAND PRIX 1992 


Ps 73 Gps 39 
wins 21 wins 0 
POINTS 326 Points 2 


STEWART-FORD 


@ For a new team, the Stewart is 
an amazingly good car, with lots 
of grip and an excellent chassis 
let down only by the engine. The 
drivers are good, but not superb. 


DATE OF BIRTH 2.9.66 
FIRST GRAND PRIX 1994 


GPs 55 Ps 6 
wins 1 wins 0 
POINTS 53 PoINTs 0 


DATE OF BIRTH 22.5.70 
FIRST GRAND PRIX 1995 


@ Let down by a weak engine and 
lacking enough grip or downforce, 
the Arrows isn’t a very promising 
car. Only Hill’s talent keeps it in 
contention every now and then. 


DATE OF BIRTH 23.5.72 
FIRST GRAND PRIX 1993 


DATE OF BIRTH 4.7.73 
FIRST GRAND PRIX 1995 


Ps 70 Ps 7 
wins 0 wins 0 
POINTS 52 PoInrs 0 


DATE OF BIRTH 1.4.71 
FIRST GRAND PRIX 1997 


PROST-MUGEN HONDA 


© Good, strong grip combined 
with a good engine and decent 
chassis makes this another good 
car, although Nakano isn’t much 
of a driver. 


FI '97 supports both 
the NegCon and Sony’s 
new analogue pad. For 
Arcade mode, we 
refer the normal p: 
Grand Prix, though, 
really requires an 
analogue controller 
of some kind. 
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> closer to the real thing. On many of the courses even 
the trees are in the right places, and the cars are now 
made up of 1,200 polygons each, as opposed to the 
original's 700 or so. 

Similarly, all the various effects have been improved, 
with transparent smoke, dust, and sand effects, and a 
much improved weather system that features actual 
rain and slowly increasing water on the tracks. 

Nowhere is this increased detail more apparent than 
in the Grand Prix mode with some of the options turned 
on. All of the cars are now fully deformable, getting 
crumpled up in the areas hit when colliding, suffering 
from bent or broken off wings, and being able to lose 


The increased detail is most 
apparent in Grand Prix mode. All of the cars 


are now fully deformable... and stray 


| 
FISICHELLA 


40,441 
(+0,657) 


(B TAG HEUER Official Timing 


(0, 21 The head-to-head, split-screen mode is a joy to pl 
the choice of horizontal or vertical splits. (33 Unlike F1, in FT '97 the car: 
can actually leave the surface of the road, allowing for spectacular 
crashes and collisions. (43 The racing line is still indicated by the clever 
use of tyre marks on the track in the Grand Prix Mode, a neat feature. 


whole wheels. The bits that fly off of a damaged car 
also stay on the track, presenting obstacles to other 
drivers and damaging cars that hit them in turn. 
Switch on Failures and you open yourself up to engine 
fires, oil leaks and whole range of other problems, all 
of which are gorgeously presented on screen. 

There are also more views available - a full eight 

perspectives on the action in Grand Prix mode, including 
an in-the-cockpit view, complete with steering 
wheel and hands that turn to match your actions. 
Turn on Tear Offs and this view even slowly 
degrades in quality as dust, grit and oil 
accumulate on your visor until your driver uses 
a tear-off strip, cleaning it. 
Amazingly, though, FI '97's graphics are just as fast 
or faster than the original's low-res engine. FI ‘97 runs 
at 25 frames per second on our annoyingly slow PAL 
machines, and managing a steady 30 fps on NTSC 
systems, even when there are a dozen or more cars 
on the screen. 


Ke bits of debris stay on the track 
& Part of this is due to the cunning new routines > 
% 
a 
c 
ic) 
= 
6 
& 
Ww 
> 
iS 
2 
x 
a) 
= MELBOURNE, AUSTRALIA INTERLAGOS, BRAZIL BUENOS AIRES, ARGENTINA | | IMOLA, SAN MARINO 
o @ This is only the second year @ Lots of long, deceptive bends @ Normally the heat, rather @ The course where Ayrton 
iS) that the Albert Park track and a bumpy surface, known than the course, is the problem Senna died has often been 
= been used. It’s a fast, for launching drivers into the here. Several tong straights and criticised for being rous, 
fo) challenging course with an numerous gravel pits, make tight corners make it hard to but it's great fun to drive and 
often dusty surface. Interlagos a tough nut to crack. get the right set-up. L satisfyingly fast. 
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1981 MALY 


GP stants 
20 
Tys 


BENETTON-RENAULT 


DATE OF BIRTH 11.65.64 
FIRST GRAND PRIX 1989 
GPs 124 
wins 1 


@ One of the most balanced and 
reliable cars, with two strong, 
experienced drivers. Not to be 
underestimate: 


DATE OF BIRTH 27.8.59 
FIRST GRAND PRIX 1984 
Ps 202 
points 196 | wins 9 


vows 368 | 


ussis 


stacks like this are no more than sausce C16 


a temporary inconvenience. 


The Arcade mode 


is is just what it says: a pure 
| arcade game with no pretence at 
beingrealisticbutevery intention 

of being as playable as possible. 

All the courses are split into four 
difficulty levels - Easy, Medium, Hard, 
and Extreme. At the start of a new game 
you can choose the beginning circuit on 
any of the first three levels. You then 
select your team. Each team’s cars are 


there are a number of bonus tracks and 
other secrets that become accessible if 
you do particularly well ~ finishing first 
in every race, for example. 

The carsin Arcade mode handle with 
great ease, and even running on to the 
grass or gravel pits doesn’t cause you 
too many problems. It takes only a 
couple of laps to get to grips with the 
controls, and before you know it, you're 


ENGINE 
reanamt VIO 

First or 

1993 sourn AFRICA 
GP staets 

71 

Tynes 

Wins 

0 

Tas 

0 


rated in four areas — Acceleration, Top powersliding around bends and 

Speed, Grip, and Braking using simply screaming up through the pack. There's iis 
bars to indicate their relative strengths no damage, fuel, or anything else to swmaxor 97 
and weakness, and allowing you to worry about — just winning the race. ces 


choose one that’s best suited to the 
course in question. Then you choose 
between manual and automatic gearing, 
and you're into the race. In Arcade mode 
you always start at the back of the grid, 
and there's a time limit for each race. 
You must not only finish but do so in 
the points in order to progress to the 
next track of that difficulty level. Gaining 
access to the Easy, Medium, and Hard 
courses then allows you to choose the 
Extreme difficulty level. Along the way 


JEREZ, SPAIN 
@ The other new course for '97 
takes some time to master, but 
can be a lot of fun. There's a 
good mix of features, and it’s 
not too hard to overtake on. 


Deceptively simple though it may 
seem at first, however, the difficulty 
levels have been very finely tuned and 
as you progress you find yourself 
developing more and more skill. 

The Arcade mode is perhaps most 
reminiscent of the classic Virtua 
Racing arcade machine, predecessor 
to Daytona and Sega Rally, but with 
all 22 cars to contend with and the 
amazing sound and graphics of Bizarre’s 
new game engine. It oozes playability. 


OP stants 
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HOCKENHEIM, GERMANY 
@ Even after the addition of 
three speed-reducing chicanes, 
Hockenheim remains one of the 
fastest courses, with several 
flat-out straights. 


DATE OF BIRTH 27.6.64 
FIRST GRAND PRIX 1989 
Ps 102 
wins 2 


ops 52 


points 72 | wins 0 


MINARDI-HART 


© Considering the team’s tiny 
budgets, the Minardi is a decent 
can't match the 
same quality as the big boys. 


HUNGARORING, HUNGARY 
@ The first circuit behind the 
former Iron Curtain to host a 
Grand Prix is a slow, narrow 
and frustrating course. It's more 

ike a procession than a race. 


DATE OF BIRTH 19.3.64 
FIRST GRAND PRIX 1987 


Points 7 


DATE OF BIRTH 29.5.63 
FIRST GRAND PRIX 1992 
Ps 84 
wins 0 


SAUBER-PETRONAS 


@ A powerful engine gives the 
Sauber a good turn of speed but 
is a year out of date. Herbert is 
fine driver, though. 


DATE OF BIRTH 13.7,74 
FIRST GRAND PRIX 1997 
Ps 6 

wins 0 


POINTS 5 POINTS 0 


SPA, BELGIUM 
@ Integrating all of the best 
elements of the ‘original, nine- 
mile course, Spa is arguably the 
best Grand Prix circuit - it’s got 
all you need for a great race. 


MONACO, MONTE CARLO 
‘The most glamorous F1 
course, but one of the hardest 
to drive. The street-hased 


BARCELONA, SPAIN 
Site of the unforgettable duel 
between Senna and Mansel in 
1991, the Catalunya circuit 
requires ceaseless 
concentration to drive. 


circuit is bumpy and narrow, 
with many tight corners. 


MONTREAL, CANADA 
A cross between a street 
circuit and a permanent road 
course, featuring a combination 
of fast sweeping sections and. 

tricky low-gear corners. 


NS 


MAGNY COURS, FRANCE 
Renovated by the French 
government and first used in 


, Magny Cours Is a 
frustrati 


hairpins and slow corners. 


track with too many 


> used, part is due to the extra time that 
Bizarre had to produce this sequel, and part 
is down to a particularly clever dynamic 
drawing routine. While FI simply drew 
everything all of the time, resulting in 
slow-down and the odd jump when 
things got busy on the screen, FI '97 
works out how much it can draw and 
maintain the frame rate. It starts with 
the most important stuff ~ the track 
and the cars ~ and then draws as much 
of the background as it can in the time it has, before 
moving on to the next frame, In practice this is hardly 
noticeable when you're actually playing, and even 
spectators can find it hard to spot, And even if it does 
bother you, there's the option to turn it on or off to 
suit your tastes 

The overall result, then, is that FI ‘97 is one of the 
best-looking games of any kind currently available for 
the PlayStation, pushing the limits of the machine 


a= 


once again, and setting a new 
standard for others to follow. 

Backing up this visual splendour is the sound, which 
has also been vastly improved. Whereas the original 
game had two engine noises ~ one inside the car, and 
one outside ~ F/ '97 uses multiple samples recorded 
at different positions in and around a variety of the 
different cars. These are then combined to give each 
team's car its own distinct sound, which even varies 
depending on your current view. 

Then, of course, there's the music - 12 completely 
new CD-quality tracks, split into Arcade and Grand Prix 
style, The former are dancey and upbeat, while the 
latter are more guitar and orchestral in style. The sound 
controls allow you to pick which tracks you want to 
hear in any given race. 

Finally comes the commentary - 
one of the most outstanding and 
immensely popular aspects of the 
original game, and another area 
that's been improved. There's now 
three times as much speech, 
featuring the return of the inimitable 
Murray Walker and also his new 
sidekick, Martin Brundle. Murray 
continues to scream out the most 
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The new and improved weather effects are just as impressive as the rest of 
the game, allowing for waterlogged sections, and chanyes in conditions. 
Likewise, the computer drivers now react to the weather and slow down. 


MONZA, ITALY 
@ One of the most popular 
courses that has everything 
you'd expect from an Italian 
track ~ an adrenalin-filled ride, 
and the fastest GP circuit. 


Al RING, AUSTRIA 
@ New to F1 this year, the AT 
is an interesting course, with 
three tong straights and several 
second and third gear corners 
that take time to master. 


NURBURGRING, 

LUXEMBOURG 
@ Much shorter than the amazi 
original circuit, which had over 
14 miles of changing gradients 
and corners, but still fun. 


SUZUKA, JAPAN 
@ The only Grand Prix course 
with a ‘figure of 8" layout, 
Suzuka is a great course, with 
a mix of corners and one 


stupidly fast straight. 


As if just driving wasn’t 
hard enough, you can perone 8 


aS UP 


resulting 
these, if you're unlucky. 
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ridiculous comments throughout, while Brundle tends 
to stick more to the facts - they play off of each 
other brilliantly. There's also an optional, over-the-top 
‘American style’ commentator for the Arcade mode, 
who's either amusing or annoying depending on your 
tastes, and the Grand Prix mode features pit radio. As 
you race, your pit crew keep in touch, letting you know 
about the state of your car and fuel load, advising you 
when to come into the pits, and so on. It all adds up 
to an incredibly atmospheric and involving experience 

As ever, though, it's not the graphics and the sound 
that make a great game; it's how it plays, and this is 
Where we come back to the two very distinct game 
modes. Whereas F/'s Arcade mode was nothing more 
than a slightly more forgiving version of the Grand 
Prix mode, FI '97 really is two games in one 
~ and they couldn't be more different in style 
and approach 


World Champion 


P| ut it all together, throw in a great two-player, split-screen mode with the choice of either 


horizontal or vertical splits, and the result is, without a doubt, one of the most ambitious 

PlayStation games yet. And one which really delivers on its promise. There isn’t a shortage 
of good racing games for the PlayStation, but there’s nothing quite like F1 "97 in terms of depth, 
realism, and longevity. Only V-Rally comes anywhere near close in terms of the physics and driving 
models, but rally cars are a whole different kettle of fish, and a direct comparison is unfair to both 
games, Ft ’97 is one of the greatest driving games ever, regardless of format, and an even more 
required purchase than the original. Simply superb. 


Murray poll 


The good news for Murray Walker fans is that there’s even more of 


him in the new game. But what does he actually think of the game? 


How did you get involved in Fa '97? 
| was contacted by Psygnosis following on 
from my involvement with the original F2. The 
‘commentary for Fi *97 took about four hours 
to record, give or take a couple of tea breaks. 
Unlike the original, there was about three 
times as much to say and when some of the 
phrases have to be repeated up to three or 
four times, with varying degrees of emphasis, 
it does become hard work. All part of the fun, 
| suppose. The commentary was all scripted, 
but because of the last-minute track changes 
(the inclusion of Jerez ) | did have to re-write 
some of the commentary to compensate. 


How much have you seen of the game itself? 
Have you played it at all? 
| own a copy of the original, although | never 
really have time to play it. One thing | was 
curious to find out was how the commentary 
worked. Havingnotbeen involved ina computer 


game before, | didn’t know how they would 
implement the commentary into the finished 
game. | thin what surprised me the most was 
Fi’s success. | live in a small village, and when 
| got speaking to one of the local computer 
games stores, they told me how they had 
‘ordered 100 copies on day one and sold them 
all the same day. 


How did you get involved in the original Fi? 
| was contacted by Psygnosis directly. They 
arranged for me to visit Bizarre Creations and 
look at the game under development. | was 
very impressed with the set-up and was only 
too glad to become involved 


What about the new game, then? 
Thesequelappearstobe even moreimpressive. 
With the ’97 licence and the inclusion of all 
the new teams, drivers and tracks, it can only 
help to benefit the sport as a whole. 


Do you play many computer games? If so, 
which ones are your favourites? 
| think I may be getting a bit too old to start 
playing computer games, but certainly 
everyone I've spoken to who has played the 
original game was very impressed with it. 


What about the future? 
| have signed an exclusive agreement with 
Psygnosis which means I'l be doing the 
‘commentary for their Formula 1 series for the 
next two years. And as | said eatlier, with the 
new ‘97 licence and all the new features, this 
should keep the most ardent Fa fan happy. I'm 
looking forward to working with them on future 
projects. It'll be interesting to see how they 
cope with the numerous changes in the fast- 
paced world of Formula One. 
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2) Official UK PlayStat 


111 Ellis winds herself up and lets go. David is in for some serious pain. 
{21 The two littie blue blobs above the players’ gauges are the players’ 
Sou! Bomiss. (3) Sofia even finds time to taunt Mr Judgement, (6) That's 2 
‘Soul Bomb going off, 05) Zola has a very, erm, exotic victory sequence. 
gem, te) Watching the fight from overhead. (7) Watch it, he’s got 2 gunt 


How much further can this genre go? Already we’ve got games with more 


special MOVES than ordinary ones in a desperate 


nd what an amazing number of special moves 
each of the game's 14 basic characters have. 
Let's take one character, Sofia (a brainwashed 
Victim of the game's baddies, the ominous 
Organisation, apparently). As well as having 
the basic punch and kick attacks (which come in weak 
and strong versions), and the usual upper defence, 
lower defence, cartwheels, dash dodges and crawls, 
our Sofs a dab hand at Thunder Rings, Aurora 
Revolutions, Love Showers, Rattle Snakes (with her 
Whip), Pleasure Arts, Velvet Scorpions and the super 
secret Love Lover and Call Me Queen attacks 

Naturally you get to recognise how to invoke 
a couple of these when you're playing, but the 
rest just seem to come as you thrash away at 
the buttons. All of them, it must be said, look 
damn spectacular - especially when you're in 30 fps 
mode (the game allows you to switch between 30fps, 
to enjoy all that background texture mapping, and 60fps 
for sheer speed, though you'd be hard pushed to notice 


©) Ellis lets rip 
the action's obscured and it's easy to fight from here. (31 Wait until you're 
Sure that your opponent's in range and a Soul Bomb will be devastating. 


|. 21 The overhead viewing angle is very good. None of 


for the beat "em up crown 


the difference between ‘em when you're playing). But 
don't expect to enjoy the fighting action if you're using 
‘one of the game's more useless viewing modes ~ sky 
mode. This takes you a mile above the action, where 
it’s impossible to work out what's going on. 

As for the actual characters, they don't have 
the fine polish of some of the more recent 
beat ‘em ups and everything is very angular. 
It gives the game a certain anime feel, but its not as 
well done as, say, something like Soul Blade. 

Playing the game isn't the most exciting of 
experiences, either. The gameplay centres on the special 
moves, some of which can only be used at certain 
times, like when your over-drive gauge is flashing. This 
over-drive gauge shows how much energy (as opposed 


Wh 


Crees) = PUBLISHER: SCE mM DEVELOPER: Takara 

MRELEASE DATE: TBC MORIGIN: Japan 

GIS m price: £39.99 MI STYLE: 3D beat ‘em up 
(13 When your opponents are in the air, keep whacking 'em for big combos. 


to the character's life-force) you've got, and it builds 
up over time and after well-executed combos. Pull off 
a special move when it's flashing and the gauge is left 
empty for you to build back up again. Other moves 
can only be invoked when your life-force is in 
the red and flashing too, but get caught in the 
middle of building up to one and it's curtains. 

One move that can be pulled off at any time is the 
game's new Soul Bomb move. You get two of these per 
bout and they're sort of mini-smart bombs that cause 
a load of hurt if you can drop ‘em when your opponent 


US CIMBUTER MBE 


Alternatively 


Token 2 10/10 sin 
‘Sou Blade 10 PSD 
Tol M1 8/10 PSB 
Sr blatae a0 psig 
‘Sree Fighor Agha 2 8/10 PSM 
‘Tein 2 7A0 Ps 


{@) Ellis's Soul Bomb is full of little lovehearts. Ahhh. (3) Very angular sword 
flashes. (41 David shows Ellis just how well he’s polished his chainsaw. 

{5) Smash. Three combos are nothing amazing. Launch into a special move 
at the right time and you can expect combos in the twenties. 


marvellous, and there’s plenty of challenge... 


overly satisfying experience 


is going to get the full effect. They're not guaranteed, 
though, so use them wisely. 

Toshinden 3 isn't a total disaster; it's just not the 
best of beat 'em ups either. The sounds and graphics 
= especially the lighting effects during battle - are 
marvellous, and there's plenty of challenge in both one- 
and two-player modes, but it doesn't make for an overly 
satisfying experience. Despite the fact that you can 
pull off some decent moves when you want to, more 
often than not you'll launch into a 18-combo Rattle 
Snake attack purely by accident. It does look good, 
however, and you can rest assured that the combos 
launched by your mates are more the result of luck 
than judgment. 

This game is marginally better than its prequel, but, 
it still doesn't come anywhere near stealing Tekken 25 
crown. Soul Blade does the lighting effects better, too. 
The new Street Fighter EX Plus Alpha is looking 
brilliant ~ wait for our review of that before 
parting with your cash. 


(1) Shizuku's killer 
sweep. (2) Tau finds that 
‘small doesn’t necessarily 
mean weak. (31 Sofia's 
quick whip keeps Rachel 
at arm's length. 


. MGRAPHICS: Dramatic effects 7 ™ GAMEPLAY: You'll surprise yourself a lot 
PlayStation mi SOUND: Great grunts and groans 7 MPRESENTATION: Surprisingly poor 4 2. And while i's spectacular, you'l 
} feal alot ofthe action oocure 
Magazinepa witresean: decent enough challenge 6 Ml ORIGINALITY: Just for the Soul Bombs 
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PUBLISHER: JM Interactive ml DEVELOPER: Toka 
MRELEASE DATE: September mM ORIGIN: France 
M PRICE: £34.99 M STYLE: Racing game 
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{1} Don't expect any U-Rally-style realism here - it's BIG 
slides around every corner. (21 One of the cars bears more 
than a passing resemblance to an E-Type Jag’, but with HUGE 
wheels. (3 Inside the mock E-Type, in 4th and hitting a 
corner hard. A recipe for disaster! (4) Ride on! 


Realism? who wants realism in a racing game, when realism just isn’t fun? 
Toka opt for a new kind of driving challenge in their cartoon rapid racer 


ith the number of racing games available for 
the PlayStation reaching well into double 
figures, any attempt at developing a new one 
has to take into consideration some unique 
lement that'll pull in the games-buying public, 
making them reach for your new title over the numerous 
well-received games already available. V-Rally, still riding 
high in the games charts, managed this perfectly 

it married a new genre of racing on Sony's 
hine with a car handling engine which 
demanded supreme competence on the 
part of the driver. Rage Racer managed 
it by riding on the coat-tails of its two 
predecessors, and no doubt F/ '97shall 
manage it by doing the same. 

But Explosive Racing is something 
altogether different. Though strictly 
speaking the sequel to Burning Road, 
ER hasn't got a thoroughbred lineage upon 
which to base its marketing strategy. So its 
programmers had to find some other catch, 
and to that end they've decided to pretty well 
neglect realism — usually seen as a must for most racing 
games ~ interjecting some simple slam-bam fun to lift 
it above the crowd. Forget finding perfect racing angles 
around corners, and never braking in anything but a 
straight line; Explosive Racing is about keeping 
your thumb rooted firmly to the accelerator 
button and heaving your car, bike, or truck around 
some of the wildest race circuits you'll ever see. 

What do we mean by wild? Just take the first course 
it’s set in Scotland, so you can expect some fairly 
unpredictable weather, but within the space of a few 
minutes you see the climate change from fine into rain 
and finally into a God-awful storm, The course takes 


mai 


you through winding country lanes and then into a 
graveyard (yes, on a four-car-wide race track), complete 
with cartoon-style ghosts which float over the tarmac 
To make things slightly tricky, there are huge chunks 
of trees, and other debris, which scatter the circuit, 
forcing wild swerves and painful collisions on almost 
every bend. This isn't, as they say, for the fainthearted. 
And Scotland's got nothing on the Wild West, 

China, San Francisco or the Antarctic, which 
make up the game's other four basic 
courses. Each is progressively cartoon 
like, progressively clichéd and, inevitably, 
increasingly tough. The courses to be 
tackled in this game, and indeed the 
whole style of the thing, is very much 

Wacky Races than it is Grandstand 

Motorsport, and this holds true even 
for the way the cars handle. 

Driving (or indeed riding ~ remember, 
three of the six introductory vehicles are 
motorbikes) in Explosive Racing is a far from 

realistic experience. Now, many games implement 
the use of powerslides as a means of getting around 
corners - even though in reality this is a slower way 
of racing than the traditional brake-in-accelerate-out 
method ~ but Explosive Racing takes it to a ridiculous 
extreme. Cornering in this cartoon-racing world is ® 


dest circuits you'll ever see 


You rarely have to brake or ease off the 


so racing becomes a test of nerve and 


gas... 
of luck, rather than a test of dri 


> powersliding — there's no other way, unless you craw! 
around at a pace outdone by the most slothful of snails. 
‘And we're not talking little flick-outs of the back-end 
here; we're talking several-hundred-metre drifts around 
corners which you'd usually be able to floor with no 
fear of any rear-end malarkey. 

This is no bad thing, of course, for in the context 
of the game it’s all rather fun - screaming around 
corners with virtually no tyre grip is rather exhilarating, 
but it can make for some serious frustration levels, too. 

There's not much skill involved in racing any 

of the vehicles in Explosive Racing ~ 
much a case of going flat out and just avoi 

the obstacles. You rarely have to brake or even 
ease off the gas, especially in the first two levels, and 
so racing becomes a test of nerve and of, well, luck, 
rather than a test of driving ability. If you're the kind 
of person who's going to be wound-up by this, then 
Explosive Racing is best avoided. 

To compensate for the lack of driving ‘experience’, 
and to hike those fun levels, the game's developers 
have programmed a graphics engine which ensures a 
blindingly fast race. The graphics positively scream 
along, so reactions have to be spot-on to avoid on- 
street obstacles, if they can be avoided at all. Because 
the pace of the races is so extreme, until you really 
know the tracks, you're frequently placed in situations 
where there's no escape from crashes because you're 


(1) When it gets dark you don't have the luxury of lights. 
nd you're in trouble. Like, eight 
feet in the ai wn, (33 Stopping off at the gift 
shop is not conducive to winning, evidently. (4) Another 
wipeout. (53 The Wild West track Is described as of Medium 
ffriculty. Yeah, right. (63 It's Easy in the glens, though. 


not given time to react. There's no middle-ground with 
ER: it’s full-on, all of the time, and it shows no mercy. 

But, again, this can be forgiven, because you know 
that realism is not of paramount importance here, and 
that having fun is what it’s all about. And that's precisely 
what it is ~ to start with, But after a while that lack of 
realism and that element of luck over skill starts to 
pall, and Explosive Racing becomes somewhat less than 
a rewarding experience. This is nota game with longevity, 
despite the fact that there are six courses which can 
be played in three different ways (straight, reverse and 
mirror) once you've worked your way through the game. 

In terms of game structure there's not much to write 
home about. You've got the Practice sessions, which 
enable you to have a blast around each of the tracks 
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The bikes, though easily damaged, offer far better handling than the cars, especially in those frequent, hat 
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fe a total of 14 vehicles available to you throughout the game - six to start, and then more to win by completing the races in first or second place. 


‘corners. 


(1) That's you that 
chance to win the better cars. (33 A basic replay function shows you how 
well you performed (or, rather, how wv 
make out the rain. Prepare 
disused railtrack. (8) The over-the-handlebars view is the easiest to handle 
when riding a bike. (73 The rare straights are a joy to race. 


» Nice chin, (21 The Practice sessions give you the 


you didn’t). (43 You can just about 
serious slides. (51 Bumps abound on the 


REPLAT 


(though only the first two courses are ‘open’ initially). 
If you complete these in first or second place, you're 
rewarded with a further six vehicles to choose from. 
After completing the courses in Practice mode, you 
then progress to the Championship mode. This simply 
has you competing in each course’ after the other, and 
you've got to finish first or second in order to proceed 
— fail and you're booted out of the Championship and 
have to start all over again (though there is a password 
system, should you wish to use it) 

Win the Championship and you're rewarded with a 
big Mad Max-style, V-8 supercar to storm around the 


courses in mirror mode; should you manage to win 
the mirror mode Championship, you get yet another 
vehicle with which to tackle the tracks again (this time 
in reverse mode). So, in all, to win the game outright 


you've got to tackle 18 stages with a total choice of 
14 vehicles. Not an easy task. 

Although there's a huge range of bikes, trucks and 
cars to race with, there's not a lot of difference between 


them. Each has an Acceleration and Road Holding ability 
which is scored out of six, and a Maximum Speed of 
around 250kph (about 170mph). Because everything 
slides around corners so much, though, it makes little 
odds which vehicle you choose - probably best to go 
for one of the high-acceleration bikes so you can pick 
up speed quickly after slowing down to tackle a corner. 
It's a shame, but the lack of variance among vehicles 
makes you rather indifferent to which one you drive/ride. 

Explosive Racing isn't the next ‘must have’ racer in 


Alternatively... 


4 the way V-Rally was: despite its attempts to differ from — 0" whe 
7 Another huge slide the throngs of racers available, it doesn’t present the — Mf 910 sie 
ipets an opponent in right kind of challenges. By ditching the realism aspects Fy gy VW A 
trouble. (23 More of a and forcing you to slide around the tracks as if they 
replay - and proof that Pye aa were all ice, the game hampers the fun aspect Parse Calonge =I 
BE fealty ckexta|ke PRESS START which it tries so hard to promote. Give it a go, | f& 
Griving a lot faster. but be warned, you'll tire of it inside of a week. Le 
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Explosive Racing 
hard to be different, ditching 


MGRAPHICS: Screaming fast but cartoony 7 Ml GAMEPLAY: Lacks realism 


MSOUND: Odd, Germanic commentator 6 ml PRESENTATION: Bland 4. reallem in favour of fun tector 
which simply tant there in 
AGAZINELD wiiccsPan: Hard but ultimately dull 6m ORIGINALITY: Oddball racer 7 the long term. 
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Rather than seeing stars before one’s eye, one sees 
and one has the feeling of being 


nought but balls, 
hit over the head without actually 


having been so. You’ve been Panged! 


(1) The clock power-up 
in the green ball grants 
you extra time when it's 
shot. (2) The bl 
don’t fall - the 
bounce on them. 


t would be cynical to suggest that taking a 
bunch of old arcade games and releasing 
them as a collection on the PlayStation is 
merely a means of making a marginal profit, 
and not a genuine concern that gamers using 
the latest hardware technology want to play technically 
inferior games on their systems. But as we are far from 
cynical - merely critical - we won't make sucha scurrilous 
suggestion; we'll put on our nostalgia hats, load the 
most recent volume of older arcade games - Super 
Pang Collection - and enjoy some classic gaming action 
Comprising of Pomping World, Super Pang and Pang 
3, and spanning just six years between 1989 and 1995, 
Super Pang Collection is an action puzzle game on 
a grand scale ~ there are dozens of screens of 
bouncing balls to clear. The concept of the 
game is incredibly simple: you run around 
the bottom of the screen (which doesn't 
scroll at all), shooting balls which drop 
from the sky, and then proceed to bounce 
around like mad things. Each time you 
shoot one of the balls, it splits into two 
smaller balls and, yep, shoot those 
smaller balls and they also split into two 
~ from the large, original ball, you usually 
end up having to shoot 16 balls in total, 
The screen, given its limit size, rapidly fills 
up, so you must chose whether to adopt the ‘all guns 
blazing’ attitude and shoot at everything in sight, or 
take your time to pick off individual balls to prevent 
the game becoming too frantic. Bear in mind that if a 
ball touches you, you lose a life, so you've got to be 
nimble on your feet to last long. This game is a rare 
thing these days: it's a points-scoring game, and scoring 
points and clearing screens Is pretty well all it's about. 
There's no plot, no discernable overall objective, and 


Bveroicte 


(1) Travel the 
complete the game - 
each level has an 
appropriate ‘flavour’ 
Pang for 
too long makes your 
eyes widen, it seems. 


fiendishly tough... and the majority of 


e serious thought 


and definite strategy 


initially it seems pretty dull, especially when compared 
to other recent puzzle games such as Super Puzzle 
Fighter 2 Turbo. 

But this initial indifference is rapidly replaced by an 
addictive urge which builds as you increase in prowess 
nd start to get on to some of the more interesting, 
Gnd cleverly designed screens. Walls (some of which 
¢an be shot) appear, making the balls bounce off at 
new angles; power-ups fall from the sky, enabling you 
to momentarily freeze the balls in mid-air or which 
increase the power and effectiveness of your harpoon 
weapon; and the pace of the action builds to 
heart-stopping rates as more and more balls 
fall from above. These three Pang games are 
fiendishly tough, and though someone watching you 
play would think the action entirely random, the majority 
Of the levels require serious thought and definite strategy. 

We're speaking here as if all three of the games 
were one, but to a certain extent this is true. The 
differences between the three titles is slight ~ the latter 
games use more interesting and attractive backdrops 
to the screens, and introduce characters for you to play. 

They also introduce crystals that fall or float as well 
as the stock, bouncing balls. But, in essence, 
every level from each of these three games 
uses the same precepts and the same 
gaming style. If you've played Lemmings 
‘and then Oh No More Lemmings you'll 
know what we mean — the two more 


{11 In order to complete this screen you've got to climb the ladsors int 
otherwise restricted areas. (2) Waiting for a power-up which makes yo 
invulnerable for a while takes the heat off when 
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Look as old as they are 4 


GAMEPLAY: Strangely addi 


Blip-blop 4 


collection are highly playable 


mm PRESENTATION: Very Japanese 3 
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Dozens of levels 7 


addictive, Worth a look, but 
‘won't hold your attention for ever. pm 


games which comprise this ( 


MORIGINALITY: It was back in 1989 6 


MM PUBLISHER: Ocean Mm DEVELOPER: Capcom 


MRELEASE DATE: TBC MORIGI 


Japan 


M PRICE: TC MSTYLE: Action puzzler 


Two-player Pang isn’t competitive; 
you help each other to clear screens, rather 


than trying to make your 
opponent's life harder... 


recent games are more like expansion packs for the 
first, rather than new games in their own right. 

This, though, is certainly forgivable, for the first 
game is indeed a classic, and it has a formula 
so simple it would be a to change it. And 
given that you're getting all three on one disc, who's 
to complain? Think of them as one long game with at 
least a 100 levels and you're laughing. 

‘As with many similar arcade games, the Pang titles 
are all two-player compatible — indeed, these games 
really only come into their own when there are two of 
you playing, desperately trying not to get in each others’ 
way, coming up with strategies in order to survive the 
increasingly tricky levels. Two-player Pang is not 
competitive; you help each other to clear screens, rather 
than trying to make your opponent’ life harder as in 
Puzzle Fighter, the only competitive element being the 
scoring of points. Two-player Pang is fun rather than 
frustrating, though it probably won't appeal to those 
of you with a more competitive bent. 

Alternatively Although the idea is simple, and this is hardly a 
————3"*"* title that pushes the PlayStation, Super Pang Collection 
ost A More 2 4/10 PSME_ is an interesting diversion. It’s not a ‘must have’ game 
ina, Rae fidke cara ORE, in the way that Puzzle Fighter most certainly is, but 
er SONI FAM i worth getting hold of If you've a penchant for retro 
Aart Wi0 P8K24 gaming and enjoy a challenge which tests your 
———__—__—____ grey stuff as much as your ability to waggle 
your fingers with extreme effectiveness. 


1 Yes all very tasteful, though it’s not as if there's a great deal happening 
on this, the first of the Pang 3 levels. (2) The orange crystals are every bit 
as deadly as the red balls, and they move more erratically. 
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(1) In later Ievels Abe can 
use the transporters 
himself, (21 It’s always 
nice to watch the Sligs 
explode. (31 Sligs can be 
possessed all the way 
through the game. [4] Be 
careful when you pull 
levers - they often trigger 
ecarious trap-doors. 


Oddworld: Ahe’s Oddysee 


Believe it or not, the platform game is back - with a vengeance. it can be 


? 


an odd world sometimes, can’t 


= latform games, eh? Surely a genre at the end 
of its natural lifespan? Especially those two 
* dimensional ones, and even more especially 
iol the ‘flick-screen’ style - much beloved by 
programmers and gamers alike when the 
Commodore 64 was the height of computer game 
sophistication. But now? In a world with Resident Evil, 
Tomb Raider, and their ilk? When even Nintendo have 
switched to 3D for the latest outing of their brain- 
crushingly cute little Italian plumber? Nah, the platform 
game has surely had its day. 

At least that's what we thought. Then along comes 
the first game in the much-lauded and just as much 
hyped Oddworld series. And guess what? It’s a platform 
game — a two-dimensional, flick-screen platform game. 
‘And it's very, very good indeed. 

‘Abe's Oddysee casts you as the young Mudokon of 
the title. Like many of your race on Oddworld, you 
worked as a slave in the vast Rupture Farms food 
processing plant, scrubbing floors and trying to avoid 
being beaten by the Slig guards. Then you stumbled 
into a restricted area of the factory, and discovered that 
not only were your people being used as slave labour, 
they were also due to be on the menu themselves. 
Horrified, you made the obvious choice and decided to 
get the hell out of Rupture 

So begins arguably the best 2D platformer ever. At 
the start of the game, you must guide Abe through the 
vast Rupture Farms in an effort to escape and avoid 
becoming dinner. Along the way, though, you discover 
that fate has chosen you to be the erm, chosen one 


Both the in-game sound and 
graphics are complemented by 


some of the slickest 


presentation ever 


— the Mudokon who will free his people from slavery 
and overthrow the evil reign of Molluck the Glukkon, 
despotic dictator of Oddworld. If you can survive long 
enough, that is. 

At its core, Abe's Oddysee is a fairly typical platform 
game. You move Abe around, jumping over gaps, 
climbing up and down levels, and so on. So 
what makes it so great, then? Well, the problem when 
trying to describe what's so good about Abe's Oddysee 
is where to start. Almost every aspect of the game is 
so slick, polished and damn playable. 

For want of a better place, then, we'll start with the 
graphics. Put simply, Abe's Oddysee is stunning. Every 
single screen (and there are hundreds) has obviously 
been lavished with the same degree of care and attention 
— which is to say, an awful lot. All of the backgrounds 
have been pre-rendered, featuring imaginative designs, 
great attention to detail, and a unique, slightly quirky 
style. On top (and behind) of this sit the characters 
themselves. Not only are all the characters and creatures 
in Abe's Oddysee brilliantly designed, they're also 
brilliantly animated. Abe himself has hundreds of 
frames devoted to him, and it shows ~ the range of > 


(13 Ah, the sign of success. It’s always a joy to see one of your mates 
escape to freedom. (2, 3] A couple of examples of the marvellous scenery. 
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Mm PUBLIBHER: GT Interactive mM DEVELOPER: Oddworld Inhabitants 


MRELEASE DATE: October m ORIGIN: United States 


Mm PRICE: £44.99 MSTYLE: Platform adventure 


Abe the agile 


hroughout his 
Oddysee, Abe is faced 

with a staggering 
variety of locations, puzzles, 
dangers, and goals. Luckily 
for him, he’s a versatile little 
chap, with an equally 
staggering range of moves 
and abilities. Indeed it is this 
realistic range of functions 

Walk 


that Abe can perform which _ Bun 
really endears the little fella Abe's basic motie of For when a little more 
to you. He’s a platform locomotion. Handy for, haste is req Md, and 


character of many talents... erm, walking around. 


to make bigger jump: 


you can’t kill "em, Abe can jump straight 
sometimes you just is a good way to avoid up, or leap to either 
have to avoid ‘em. the Sligs. side. 

Crouch Roll Hoist = 
Good for hiding behind Handy for dodging Abe can jump and pull 
cover, and picking bullets and getting up, drop down, 
things up. through small gaps. 


Abe can throw stuff Once he finds his trusty Handy for moving 
ahout, distracting Sligs steed, Elum, Abe can _ things out of the way, 
and Slogs. ride about in style. or into the right spot. 
Use Talk Chant 

A multi-purpose ai ‘Abe can talk to other By using his mystic 
handy for pulling Mudokons, and get Power, Abe can activate 
levers, throwing them to follow his teleporters and possess 


switches and more. orders. Sligs. 


One of the good things about Abe is he comes with unlimited I 


es, So you needn't worry about trying anything out of the 


ordinary - it might just work. The only thing the test below proved is how far Abe's hody parts are flung when he explodes. 


Not only is this a test of your joypad 


Mudokons 


brain. Some of the most 
game design ever is tucked away here... 


manipulation, it’s also a test of your 
indish 


> movements and actions he can perform is seemingly 
limitless. Despite this, none of the other creatures are 
any less impressive. All are just as smooth and just as 
cleverly done. 

Combined with this visual delight is the sound. All 
of the effects are spot-on, from the throaty autofire of 
the Sligs’ guns - complete with the tinkle of shell casings 
hitting the floor - to the annoyed ‘Hurrump! that Abe 
makes as he gets up after you've run him full pelt into 
a wall. And just for a change, none of them are ruined 
by strident, repetitive background ‘music’, Instead, Abe's 
Oddysee features a subtle, atmospheric score that's 
dynamic, changing to represent the current situation 
without ever interfering with the gameplay itself. 

Both the in-game sound and graphics are 
complemented perfectly by some of the  slickest 


presentation ever. The cut scenes never interfere with 
the gameplay, but blend in seamlessly ~ many actually 
run straight in and out of the action. Enter a 
transport pod to another part of the factory 
on the first level, for example, and the camera 
zooms into the screen, following the pod as it 
swings along on its gimbals, spins around, and then 
backs into the next stop. At which point the camera 
pans back, and you're playing the game — the pre- 
rendered backdrops have been used as the start and 
end of the even more stunning pre-rendered sequences, 
so they each merge into the other almost unnoticeably. 
Great while all this is, though, it’s still not what makes 
Abe's Oddysee so superb. That comes down to the 
gameplay itself. 

To start with, the control system is straightforward 
and intuitive, taking moments to pick up, but allowing 
for a wide variety of different possibilities. The result 
is that Abe is responsive and easy to get to grips with. 
Better yet, the way he moves a step at a time puts 
paid to all that pixel-perfect positioning nonsense that's 
been the bane of the platform game since computer 
games were invented. In Abe's Oddysee, either you're 
in the right place or you're a step away from it. It's not 


{In your journey through Oddworld, you come face to face with a wide variety of weit 


eR ae 


Paramites 


Elum. 


and wonderful races and creatures... 


Scrabs __ Slogs 


These are Abe's people, 
enslaved by the evil 
Molluck and used as 
menial workers in the 
vast Rupture Farms 
factory. Only the chosen 
one can save them from 
their horrible fate - and 
that’s Abe. 


‘Abe's ‘pet’, a dinosaur- 
like creature that looks 
ugly and smells worse. 
Still, he's incredibly loyal 
to Abe, and can run and 
jump a lot further. He’s 
also particularly partial to 
honey. And in a way he's 
quite cute, 


Cruel, brutal and heavily 
armed, the Sligs act as 
guards and slave masters 
for Molluck. Luckily 
they're not too bright, 
and Abe can possess 
them with his newly 
gained mystical powers to 
great effect. 


VERDICT 


‘Once, long ago, the 
Paramites were sacred to 
the Mudokons. Now 
they/re harvested in their 
thousands and tumed 
into pies at Rupture 
Farms. On their own 
they're not too bad — but 
ina pack they're evil. 


Like the smaller A Slig’s best friend is his, 
Paramites, Scrabs are Slog. Their masters aren't 
being slaughtered in their exactly loveable, but 
thousands to feed the —_Slogs are even nastier. 
voracious appetite of And even more stupid. 
Rupture Farms. Even their Their key weakness is, 
ancestral breeding area, a _ their own vicious nature 
vast and ancient temple,  - Slogs attack each other 
is under threat. on sight. 


Molluck the 
Glukkon __ 
The evil mastermind 
behind Rupture Farms, the 
enslavement of the 
Mudokons, the slaughter 
of the Scrabs and 
Paramites, and lots of 
other nasty stuff. Fate has 
chosen Abe to stop him. 


PlayStation 


GRAPHICS: 


Redefines the genre 9 m@ GAMEPLAY: 


Oozing from every pore 9 


MSOUND: — Quirky effects, subtle musi 


8 mPRESENTATION: 


Super 


LIFESPAN: Huge levels, cunning puzzles 9 @ ORIGINALITY: 


Loads of great ideas 8 addictive. 


ideas, a joy to play, and 


‘Quite possibly the ultimate plat- 
form game - gorgeous to look 
k 9 packed with cleverness and neat 


ndishly 


that some parts of the game don't require split-second 
timing and fluid joypad skills ~ they do — it's just that 
it's not maddeningly prissy about everything 

What's more, the level design makes great use of 
Abe's flexibility, presenting you with some fantastic 
possibilities. All of which is then taken advantage of 
by the actual puzzles and tasks themselves. 
mal It’s here that Abe's Oddysee really shines, for it 
features some of the most cunning and intelligent 
| puzzles ever. You have infinite lives in this game ~ 

simply returning to the last ‘save spot’ when you die. 
Abe's Oddysee is not simply a test of your joypad 
manipulation, then, it's also a demanding test of your 
brain. There's some of the most fiendish game design 
ever tucked away here, and it’s simply a joy to behold 
With some forethought — These puzzles aren't simply hard (although many are), 
nasty traps can be set they're so clever that you just have to appreciate them 
rat, Yom, auamnlen es. Oddworld inhabitants, the developers, have pulled out 
they chase you acrass every trick in the platform game book, thrown in a 
Sddwerld:. On) this variety from other genres, and given everything a 
pccasiom, your enemy _ slightly wacky spin to create one of the most challenging 
5 and yet addictive games around. 

Even more impressive, in some ways, is the non- 
linear structure of the game, Although you are guided 
towards certain goals and, of course, the end of each 
level, which puzzles you solve and which you decide 
to leave Is largely up to you. Many can even be dealt 
with in a number of different ways, depending on how 
your brain works and how imaginative you are. 

Little of this would be possible if it weren't for the 
Aware Lifeforms In Virtual Environments system used 
by the game. This Artificial Intelligence routine controls 
the actions of all of the creatures in the game, according 
to their specific type and situation. Ignoring the 
somewhat contrived name, A.LILME. is a very clever 
system, and the reason why so many of the puzzles 
in Abe's Oddysee are dynamic, making great use of the 

other characters, You can sneak past Slig guards, 

trick Slogs into fighting each other, talk to other 
Mudokons and get them to do what you want them 
to, even possess other creatures and control them 
directly ~ using a Slig guard to gun down his friends 
and then throwing him into an electric fence is strangely 
satisfying, that’s for sure. 

So, just when it looked like the platform game might, 
be on its last legs, Abe's Oddysee has arrived to save 
it. This game redefines the humble platformer, dragging 
it up to previously unforeseeable heights and presenting 
the PlayStation with another instant classic. It does 
have to be said that the game can be frustrating at 
times, but the incredible sense of satisfaction 
more than makes up for it. Let's hope the next 
Oddworld game can match up to this 


before he puts his foot 
on it. Not a nice sight, 
elieve us. 


rash Bandeat ain PSO 
Pandemonium a0 Psd 


(11 It truly is a slick-looking game. (2) There are loads of useful boards 
giving you tips to help you through the tricky bits. You'll learn to love them. 


ocT 


Is anybody apart from the Japanese ever going to 
come up with an idea for a PlayStation puzzle game? 


urushis programmers must have been having 
terrible nightmares. It's the only way you 
could explain the weird scenario they dreamt 
up for what would otherwise appear to be a 
very ordinary puzzle game. 

A man called Elliot is trapped in an alien landscape 
and, bizarrely armed with only a portable detonator 
and an endless supply of dynamite, will be crushed by 
the blocks rolling towards him unless he blows them 
up. He has a limited amount of time to do this because 
the blocks roll inexorably forward and the platform he 
is trapped on is very definitely finite. If the blocks reach 
the end without him blowing a way through them, he 
will be either crushed or plummet off the edge. It's 
about now that you think you should wake up screaming, 
but no ~ for actually Kurushi is really good fun. 

It takes quite a while to learn how to solve the 
puzzles that each set of rolling blocks presents. At first 
you'll be dying senselessly as you attempt to turn back 
the inevitable block tide, but slowly and surely the 
game begins to make sense. 

It all works like this: In any given set of blocks that 
come rolling down, there are three different types. The 
first - the ‘ordinary ones’ - can be blown up by your 


dashing little man. Simply guide him to a square, press 
the X button (at which point the square lights up), wait 
until the block you want to destroy has rolled over 
your highlighted square, press X again, and it’s obliterated 
ina flash of light. The second kind of block — the ‘black 
ones’ - are special. You can blow them up, but if you 


(13 the more blocks you blow up at once, the more points you score. (2) 
jow up all the blocks except the black ones Cand avoid being crushed) an 
you get a perfect. This adds a row to your platform. (31 Now that's mass 
destruction. Allow yourself a smug, self-congratulatory smile if your ever d 
this well. (43 This looks like trouble - the end is nigh. (5) Gnnt. Totally 
Kurushied {sorry}. (61 The game doesn't have all that much variation. 


manage to avoid doing so while at the same time 
destroying all the others, you get a bonus score and 
an extension to your platform (which gives you more 
time to deal with each round of blocks). The third and 
final type of block are the green ones. When you blow 
up one of these it leaves a green tile behind. Pressing 
Circle blows up the green tile, which destroys 
anything within a 3x3 square around it. 

We've gone to the lengths of explaining exactly how 
the game works so that you can understand how clever 
and enjoyable Kurushi is. Because, let's face it, if you 
just looked at the intimidatingly dull-looking screenshots, 
you'd be hard pressed to know why the game has sold 
over half a million in Japan. 

You see, there's an almost infinite number of ways 
of dealing with any particular set of Kurushi blocks 
that are tumbling towards you. You can dash about and 


. GRAPHIC: Nothing special MGAMEPLAY: ‘Superb 9 a superb and 
le game that only : 
PlayStation. SOUND: Ordinary 5m PRESENTATIO Straightforward 5 falls short of» higher mark 
i OL because its two-player game 
Magazinep a iircsean: Elephantine 8M ORIGINALITY: Nightrnarish 8 ‘doesi't work that wel — 


>UBLISHER SCEE m DEVELOPER: Sony Japan 
RELEASE DATE Out now mM ORIGIN: Japan 
PRICE £29,909 MSTYLE Puzzle game 


Alternatively... 
Bust A Move 2 yi PSM 
Super Puce Fighter 8/10 PSD 


(1 Frankly, we're ruhning out of t 
may not look great, but it plays rea 
block carving. (31 Once you get to t 


(1) Well, we've managed to avoid 
being crushed. But it looks fairly 
unlikely that we'll manage to destroy 
all the blocks before they reach the 
end, (2) The animation of the blocks 
disintegrating is pretty funiy - they 
certainly look like you've thoroughly 
destroyed them, eh? 


try to destroy them one at a time ~ a tactic that'll get 
you through the first two levels, but no further — or 
you can use the green blocks to blow up huge swathes 
of blocks, which will end in tears as you destroy the 
precious black blocks you're trying to save. As you play 
the game, though, you learn how to use the two basic 
techniques in tandem to carve your way through the 
blocks, Before you know it, you're getting pretty skilful, 
even to the extent of showing off, A quick dash in here 
with your man, a well-timed flick of the X followed by 
a tap of the Circle and another quick dash of your man, 
and you can have finished a puzzle that appeared 
intimidating. And as good as you get, there's always 
more of a challenge to come, That's what makes Kurushi 
‘one of those compelling, must-have-another-go games. 
There are eight levels in all, each presenting you 
with increasingly complex patterns. More deviously, 
there are also five difficulty levels, each of which just 
cranks up the speed of the game a notch. At the highest 
Jevel the blocks are moving almost continuously, and 
you have to be damn quick to effectively finish a level 
The only drawback to Kurushi is the two-player 
game which, rather than have two competing on-screen 
in the exciting fashion of, say, Super Puzzle Fighter, 
has a fairly lame take-it-in-turns approach. So if you 
solve a puzzle, and your friend then has a go and fails, 
you win, A better way of competing is to play the one 
player game as well as you can, then record the ‘IQ’ 
score that you're given when the game's over. 
Then you ean compare scores with any rival [2] 


and have a definitive answer as to who's best 


gs to say about these pictures. Kurushi 
well. (2) Now that was a crafty bit of 
point, it becomes pretty easy. 
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: MASSIVE 10 GAME DEMO DISC: 
ais Henlgomienken 2, CraahBanlicootPorsthe Challdng’s 
‘aditlas Powier Soncer '97 and inany more... 


“ Essential 
PlayStation 


ON SALE NOW: 


mM PUBLISHER: Ocean fm DEVELOPER: Koei 


MRELEASE DATE: November Ml ORIGIN: Japan 


m PRICE: £44.99 MSTYLE: 3D beat ‘em up 


Shunning fancy sword flashes and elaborate special moves, 
Ocean get back to basics as they enter the over-populated beat ’em up fray 


A smack with a sword like that is likely to send anyone into 
.ckflip. (2) Man with pointy stick meets girl with maracas. 
Maracas girl distracts pointy stick man during the Samba. 


a full-on, 3D polygonal beat ‘em up. 

Although the recent trend in beat ‘em ups has been 
to have impressive sword flashes, combo bonuses and 
ever more special moves invoked by impossibly tricky 
button sequences, Dynasty Warriors sticks with the 
basics: good moves with a few hidden ones that can 
be pulled off by learning relatively short button 
sequences, good graphics and solid gameplay. Almost 
everything's been thought of and has a gameplay point. 
For example, when the chap shouts ‘Fight’ and both 
players go at it simultaneously, there's a short sequence 
‘of sword clashes. The player who then reacts most 

mm hina was a lawless place 1,800 years ago, vigorously during the sequence wins the mini-contest. 
following the collapse of the Eastern Han Dynasty Warriors introduces a dozen pugilists to 
Dynasty, When evil warlord Dong Zhuo the arena (not a single one in a short skirt) and includes 
declared himself Prime Minister in an attempt the slew of gaming options one has come to expect P 
to rule the country (good starting point), the 
rulers of the three major provinces ~ Lui Bei in Shu, = 3 


Sun Quan in Wu and Cao Cao in Wei (according to Three ss" 


Kingdoms: A Historical Novel by Luo Guanzhong) ~ form 
an alliance to overthrow the PM. At the same time, they - — 
strive to establish their own provinces as the most 
powerful in the hope of uniting the people under a 
new dynasty. And then it kicks off big time. Which, as 
luck would have it, becomes the perfect scenario for 


(7) The sparks fly as a thrust is effectively parried. (2) Another effective 
block, this time against the man with metal bars and strange dress 
sense. (3) Sometimes a big battle axe can be no match for a swift 
‘sword. (4) There's a wonderful intro sequence showing each of the 
warriors in battle and how they come to be recruited by their masters. 


(1) Each battle takes place at one 
of seven historical hattle sites and 
at various times of the day 
{midnight is possibly the most 
visually Impressive}. (2) Dynasty 
elements of 


key to defending wel 
Wel's Chi (as indicated by the 
‘small meter at the bottom of the 
screen}. [81 Although the camera 
angle does move around as the 
action dictates, the game is 
usually viewed side-on. 


B ach of the games characters Is given a brief history, for example, Diao Chan (pronounced was bor in 176 AD. Xiahou Dun (Shao Dun) was Cao Cao's cousin, Dian Wei (Dean Way) has 


‘Dow Chan’) is apparently a patriotic maiden of exquisite beauty who single-handedly the nickname ‘Evil Comes’ and Guan Yu was so well thought of after his death that shrines 
the tyrant PM, Dong Zhuo. She's a bit old these days, though, because she ‘were built in his honour. As for Sun Shang Xian ~ we're not giving anything away. 


destroyed 


2 san shang Xian) 


Official UK PlayStation Magazine 


In one-player mode your fighter can take anyone on, but in Team Battie 
characters from the same clan won't fight each other. (2) In 
Endurance mode you must fight as many characters as possible, with just a 
‘small amount of energy replenishment between each fight. [31 A special 
move is executed and the iron bars chap is in for some serious damage. 


> of the genre; one/two player, battle mode. You know. 

‘As in Tekken 2, patience and timing are rewarded 
when you're attempting to register points over your 
opponents. You can go barrelling in and pound away 
on the joypad, hoping to pull something off, and 
sometimes it will work, but more often than not you'll 
lose to the more skilled player. Players can also pull 
off special Musou Attacks - a small meter at the base 
of the screen measures your Chi and when it flashing 
you can pull off an extra special move or three. There 
is an option to turn these off, however, which is handy 
when you're still learning the basics, because the 
computer opponents know exactly when to go into 
one of these attacks, while us humans find it tricky to 


Dynasty Warriors doesn't quite have 


the subtlety of a Tekken 2... yet it’s crisp in 
the visual department and 
keen of punch and 


get the timing right at first. Then there's the very 
satisfying bash, bash, bash and bash ‘em again sequence 
when a KO's scored, too, which is always good for 
completely crushing your opponent's moral at the end 
of a tight bout 

Learning to defend well is another area that requires, 
study. Whether your opponent thrusts or strikes at you 
(go to the practice option and the game shows you 
how to learn the difference between the two) there's a 
specific form of defence — parry thrusts or run through 
(side step to you and me) strikes. Get it right and your 
opponent becomes unbalanced and vulnerable. This 
makes for some very tactical battles between fighters 
who know how to both attack and defend properly, 
turning the game into something more skilful than your 
average beat ‘em up. 


VERDICT 


There isn’t any massively superior character so 
whoever you choose will have their unique advantages 
and disadvantages. The chaps with the big pointy sticks 
tend to suffer if you get close in. Those with the smaller 
weapons are faster and can pull off easier special moves, 
and those with the really powerful weapons ~ the chap 
with the big ball on a stick ~ will be vulnerable to 
attack at other times. One of this guy's special moves 
involves him jumping on his ball like a pogo stick, and 
if he gets a hit on you when you're down it can really 
smart. But counteract the manoeuvre and he can lose 
a lot of energy. 

Dynasty Warriors doesn't quite have the subtlety 
of a Tekken 2 and for more fancy sword flashes you're 
better off with Soul Blade. Yet it's an excellent 
all-round performer, crisp in the visual | <{e 
department and keen of punch and kick. 


(1) After the replay of the knockout strike, each character pulls a different 
kind of pose. Very gratifying. Unless you've just lost, in which case you 
must hit ‘Start’ as soon as possible and try to avenge your defeat. 

[2] The background here looks not unlike many seen before in prominent 
PlayStation beat 'em ups, particularly the original version of Tekken. 
‘Thanidully, Dynasty Warriors matches many in its gameplay, too. 
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MPRICE: 


(1) Kick Off is one of the most comprehensive football games for the PlayStation. (2) Hop to the 
cones for a practice session. (3) Visually, it lacks the finesse of the really top-notch titles. 
je. (53 Can't quite make out what that says... 


Here's the action from the TV-style camera ai 


Yes, another footie sim. is this one pushing the boundaries 


of total, fluid, virtual football? Or is it pushing i 


ven relatively poor PlayStation football sides 
have their strengths. At Kick Off 97 it’s their 
coaching set-up - coaching which even Glen 
Hoddle would be impressed by, concentrating 
as it does on young players’ skills rather than 
on organisation and fitness. 

At other clubs the only coaching available is a kick: 
around between two of you, or a two-player game by 
yourself. But at Kick Off 97 skool of excellence, organised 
training sessions on penalties, corners, free kicks, 
crossing, dribbling and shooting are on the menu. You 
can also create your own dream team of real players 
(complete with stats), create your own league and cup 
competitions, play in any Premiership, European or 
international tournaments ~ and set it all up pretty easily. 
Yes, all credit to the club: it's well organised from the 
boardroom to the bathroom. 

But all this doesn’t equal a great side, and for all 
the hours they've put in on the training park Kick Off 
97s game still has a way to go. The players look a bit 
small and scruffy (in need of some fitness training, 
actually) and their stadium is far from impressive. And 
the players ~ despite being quick, spirited sprites (though 
not as quick as those in Soccer 97) and easy to manoeuvre 
~ fail to deliver anything we haven't seen before. Plus 
they lack those instinctive special touches which really 


Even ISS Pro didn’t roll in with a rendered introductory sequence. 
‘A quick dash, evade a flying two-footed challenge and cross for a goal 


make a wonderful football simulation. It means that 
although anyone can have a perfectly good game of 
football with Kick Off 97 (the shooting and goal scoring 
is indeed very realistic) it is unlikely to keep you hooked 
for very long 

With so many soccer sims on the market, it's difficult 
for this magazine to recommend any but the very best 
of them. Unfortunately Kick Off 97 belongs to that clutch 
of PlayStation clubs who are quick, efficient and can 
pick up points even against the big boys, but 
who also lack the quality in depth to really 
challenge for the major prizes. 


all good fun, in their own way. But 


iver DICT 
. MI GRAPHICS: Pretty poor GAMEPLAY: No frills 6 
PlayStation. mi SOUND: Average 5 MPRESENTATION: Credit to the game 9 
Magazinepa a itresean: Early cup exit 4 mM ORIGINALITY: Err... 


the competition is such that this 
effort is decidedly mid-table, 
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Mm PUBLISHER: Electronic Arts ml DEVELOPER: Dreamworks @aTmy 


MRELEASE DATE: September ml ORIGIN: uK ™) . 
mPRICE: £44.99 mi STYLE: Platform game GOED 


Lost Worta: 
rassic rar 


it faunts a huge licence and parades Outstanding graphics... But with 
gameplay that belies its presentation, this Lost World becomes a lost cause 


(1) Compy moves of his own free will - It is often difficult to tell if you're 
controlling his movements or not. (23 What's that in the sky? (3) The eye in 
the top corner shows your level of instinct. This dictates how well you do 
in fights - how hard you are and the damage you give. (4) The T-Rex level 
is the most fun to play - just because it's easier to eat things. 


his may come as no great surprise to 
A experienced players, but EA are releasing a 
big licence game that isn't as good as it looks. 
That's not too harsh a criticism in itself, 
because if Lost World played as well as it 
promised, it would be a challenger for the best Playstation 
game to date — some of the animation is truly top 
class. But EA have gone to extremes here, as you'll 
discover if you ever master the awkward controls. It 
is, of course, always more disappointing to find that 
there isn’t nearly as much to a game as its presentation 
would lead you to expect, especially whenever that 
presentation is as excellent as it is here. But there really 
is very little here beyond the graphics. 

The controls don't come naturally, which makes it 

even more annoying to have to spend time and effort, 
not to mention £40, re-learning which buttons do what. 
A perfect example is the art of dodging your foes. To 
evade an enemy, use the ‘Evade’ button. It sounds It takes a long time to get used to this 
straightforward and logical, but you can't just button and each failed lesson takes you 
quickly move away from the enemy like you backto the start of the level, whereupon 
can in other games. This tactic only turns exactly the same things happen to 
your dino around and shows the enemy you in the same order. Some people 
your back, which is all ribs and tender seem to get off on this kind of 
meat. And in Lost World that’s too repetition in games; others 
tempting a proposition for even the demand a little more variety, even 
most dedicated vegetarian dinosaur. from a platformer like this. 
Try using the Evade button after Use a downwards movement 
making that instinctive mistake and first, in combination with an Evade 
you'll only succeed in backing into and’ you'll roll underneath your 
your attacker, inviting him to take another opponent, leaving them flummoxed as to 
big chunk out of your tasty haunches. your whereabouts. Then you pounce. Or, use 
an upwards motion with Evade and you'll leap above 
them, in a peacock’s pose of bravado. And then you 
pounce. Alternatively, if you want it easy, just run 
straight into them, eat them and scarper 
in the general direction of the exit 
before their mates come looking for 
you. As soon as you realise that > 


THE LOST WORLD 


JURASSIC PARK 


(7) Try to avoid walking through electrically charged fences, even if you are bigger and tougher than your average cow. (2) T-Rex 
option. (3) Compy at his fittest - the green bar shows your level of health. (4) Getting a little too close. (5) The eye shows that Sarah's instinct level is 
good, but obviously not good enough. (83 Kill or be killed. (7-8) More cases of ridiculously close combat. (101 The most fun you can have with this game - 
tossing away unwanted lunch. (113 Stealing the limelight. (12) Back at the very beginning, and ¢ fun. Prepare to be sorely disappointed. 


(1) The big fella should he more than a match for Compy, but dextrous 
dodging will win the day - just like David and Goliath a million years later. 
(21 A quiet stroll in the primeval forest - perhaps a little too quiet... 


2 


> the ‘Lost World’ isn’t a place you can wander around 
: and discover (because it doesn’t exist - it's only a 
backdrop to your creature's progress through the level) 
your instincts will rightly tempt you to make a bee- 
line for the level exit. Get the level over 
as quickly as possible before you die. 
P Not that you'll manage that 
until you've had a fair few 
runs, because you don't 
know where you're going. 
This brings us on to the 
dreaded ‘leap of faith’ - an 
undeniable flaw in any game. There are 
certain points in Lost World where you 
can't see where you're going, even when 
You've got plenty of time to look. There are lots of 
Precipitous leaps that will result in instant death if you 
miss them — and miss them you will, the first few times 
at least, because you can't see where you're supposed 
to be landing. 
You must also avoid inadvertently getting involved 
in any scraps going on out of sight behind a tree, as 


Alternatively 


Panui c 
SA wall ear nicer ToMGIER of the screen, where 

Ser TAQ PBA you're not really supposed to go as it’s a dead end and 

iixtew Vi pow, he exit is the other way. Don't try to explore - the 


game's not up to it. Run, jump, dodge, eat. That's what 


Don’t try to explore - the game's 


not up to it. Run, jump, dodge, eat. 


That's what dinosaurs do, 


and you're no different 


dinosaurs do, and you're no different. Don't start 
getting high ideas about discovering your 
environment and your place in it; you have a 
brain the size of a walnut and you eat things 
before they eat you. 

The same criticism concerning not knowing what's 
coming next can be made with the obstacles you'll 
meet. Nobody minds secrets where you open a box 
without knowing what's inside, but if the contents are 
dangerous then, for the sake of gameplay, you want 
to be able to get out of the way before they do you 
too much damage. Or kill you. 

Then there's the point of realism; okay, so Jurassic 
Park was no documentary, and we're not going to get 
silly and demand that creatures only ever meet if they're 
from the same time period; but did T-Rex really run 

along in a straight line, eating swarms of prehistoric 
chickens purely because if he didn't, they'd eat 
him? In the game, these little fellows hunt in 
Packs and show no fear, Indeed they actively 
seek out the king of the dinos, seemingly 
for the sheer sport of it. Even the 
herbivores come looking for a bite 
out of your tail. And if you 
do manage to catch a human, 
and you wrestle him to the 
ground and hear his death cry, do you expect 

him to get back up and start shooting at you as soon 
as your back is turned? All these features are obviously 
there to make the game more playable, and that would 
be excuse enough if the devices worked, but they don't. 

Sure, the sheer quality of the graphics make some 
moves a delight to watch — rolling and leaping, tossing 
your freshly killed prey carelessly into the air because 
you've had your fill for today, and you only killed them 
because it’s a 2D kill-or-be-killed world out there, 
But this kind of fun is short-lived and getting 
it in the first place is hard work. 


sista Hienriter 


‘encyclopedia, covering various creatures of the Cretaceous and Jurassic 


Periods. Some of these you get to play — namely, the T-Rex, the most famous of 


he game comes complete with a 
the dinosaurs, and also a popular musical group from the '7os, the velociraptor of Jurassic Park fame, and the compsognathus, known as ‘Compy' to his friends. Featured here are some of 
the more colourful, non-player characters. They're all as pretty, as these pictures show, but realy, for a PlayStation game, we'd expect more than good looks. 
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PUBLISHER: 


Electronic Arts Mm DEVELOPER: Cryo 


MRELEASE DATE: September Ml ORIGIN: U 


1d States 


m PRICE: £39,909 MSTYLE: 


3D shoot 'em up 


sections remind one of Descent. 

(2) Oops! Flaming hell - that was close (3) With this 
weapon, it’s just too easy! (4) As well as vicious 
cranes there are some nasty robots to contend with. 


Hard Boiled 


Frank Miller’s classic comic st 


Hearty breakfast or dog’s dinner? 


nter a nightmare world of the future. A world 
where you are no longer certain of your 
own identity; where pimps and addicts are 
typical people. A world :controlled by a 
grossly fat tyrant whose insane greed is 
the only thing you really can be sure of... Enter the 
world of Hard Boiled. 

Pity about the game, though. When a 3D adventure 
or shoot ‘em up might have been more appropriate, 
Cryo's ode to Hard Boiled on the PlayStation turns out 
to be just an excuse to create another blaster. It bears 
far greater resemblance to a succession of recent games 
like Descent and Wipeout 2097 than it does the 
dark future described in Frank Miller's graphic 
novel. True, you are apparently playing 
Nixon, the hero of the comic strip, but you 

arealso hidden in a faceless and not altogether 
convincing spaceship. Your task? To blast 


bombing missions. En route you are faced by 
cranes and diggers which swipe at you, ships 

and robots which shoot at you, and increasingly 
difficult baddies which must be destroyed at the end 
of each level. You know the sort of thing. 

And that's Hard Boileds problem: we've all been 
there, shot it up, and decided not to buy the T-shirt. 
There would be relatively few complaints if this was a 
good blaster, but it isn’t. In fact, it has a strangely old- 
fashioned feel, despite some smart background graphics. 


VERDICT 


everything in your path along a series of 


comes to life on the Playstation. 


As you're rail-roaded down a series of runs, there's 
» little to do but dodge and keep pounding the 
fi fire buttons. Sure, you can pick up missiles and 
power-ups, but these only make the player feel 
more redundant than ever. There isn’t even 
much in the way of options ~ no choice of ship, 
I no choice of places to start from... Snore... 
(9 Huh? Oh, sorry. Yes, Hard Boiled will please 


Wipeout w10 PS 


few people, being neither a chainsaw massacre ese! 10 PSR 
with a huge bodycount nor a flyer which is in any 
way involving. Frank Miller fans are sure to be ml SSA 
disappointed, while fly-by-wire gamers ‘ad Rage 5/10 PSB 


won't fancy too many trips ina rust bucket |_| = 
that falls way short of state of the art, Laas tt 


(11 Eat this, mother! (The missiles in this game really do home in on their 
largets.} {2} Careful! The red spiral thing zips you along at high speed. 


MGRAPHICS: Smart; not Hard Boiled 


GAMEPLAY: ‘Archaic 4 Despite bearing the same name as 


Frank Miller's memorable work, 


PlayStation :=:...- 


Blam! Kkk-pow! 


PRESENTATION: 


Not much to it 4 this ie merely a forgettable 


Magaziners wiircspan: 
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In fact, in 


Tomorrow Never Dies! See a teaser of the new 
Bond flick, before any of your Luddite pals! 


Mulder and Scully snog in The X-Files, the best of The Verve, Austin 
Powers, Event Horizon, Paul Weller, Radiohead, nice bosoms in the 
Bravo Babes showcase and stack of other cushty clips 
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PUBLISHER: Electronic Arts ml DEVELOPER: In-house 
MRELEASE DATE: MORIGIN: United States 
Mm PRICE: MSTYLE: Helicopter sim 


® 


[Player JM compatibte 


(13 Danger: Alert Zone. This is where you get ambushed. Knock out the 
receiver before they can call for back-up. (21 A variety of introductory videos 

to the personalities of non-player characters. (3) Destruction is a good 
thing when you're saving the world from total devastation. (40 It's important 
to prioritise your targets and eliminate counter-attack possibilities. 


It’s not much of a simulation, but it is an intriguing strategy game. This is your 
chance to kill lots of people and blow up their cars. All in the name of peace, of course 


{13 Coming in to land 
from the north-east. 
(2) A nuclear explosion 
mushroom cloud. 
Yesterday. Just what 


elicopter simulations, on a very basic level, 

give you the power to do two things: fly a 

helicopter about and, hopefully, shoot things 

and/or people. Nuclear Strike allows you to 

fly in four directions and provides you with 
up to four types of weaponry to shoot things with ~ 
one for each button. That doesn't sound like a lot of 
options for a game and, in itself, it's not, but the 
strength of this game lies not in learning how to fly 
a helicopter (that’s easy; just open the throttle and 
steer), but in the intrinsic need to collect and collate 
information in order to succeed in your ‘missions’ ~ as 
we helicopter pilots like to call them. 

Nuclear Strike takes you to a political tinderbox in 
the imaginary county of ‘indocine’, which is located, 
unsurprisingly, in Indochina, and more specifically, 
Burma. The combat is straight out of Vietnam, though, 
as are the combatants. The game is politically justified 


by the scenario — you fly for a peace-keeping force that 
tries to avert potential wars by equalising the balance 
of power between the two opposing factions. You 

measure your success in terms of wars that don't 
happen. And how, exactly, is that objective 
achieved? By blowing seven 
shades out of the superior 
party before they launch 

a nuclear offensive, of i" 
course, The result is y 
some perfectly wholesome fun, politically justified, 
and all in the name of peace. Just like the Vietnam 
war. It now only remains for you to kill the baddies 

and save the goodies, including several key ground 
operatives who've got themselves into a pickle at the 
hands of the enemy, er, potential aggressor. 

You are given a series of cleverly integrated missions, 
some of which you can combine. To succeed in any of 
them, you will need information. At first, a little will 
suffice, like ‘where are they? Let me at them’, but later 
you'll require much more detail concerning your target's 
location, number, weaponry and objectives. This 
gradated introduction to the intricacy of the game is 
well done - you're not bombarded with boring stuff 
you'll never need to know. Rather, you will learn that 
you need to find things out, and then you'll go looking 
through the menus for the information you require. 

This strategic side of the game is by far what's > 


through the menu opi king about 


actually shooting them 


Station 


Play 


oct 


(1) The compass bar at the top of the screen Is 
only one of the information options available to you. 
{21 A flying machine of some description. (3) This 
man is your friend and ally. He gets very upset 
with anybody bent on nuclear destruction. Rightly 
50, too. (3) Another satistying explosion. (53 Some 


As well as making things explode... 


you'll be escorting allies, rescuin 


1g innocents, 


collecting ammo and receiving 


messages from your superiors 


> best about it, There is a big shoot ‘em up element, 
but Nuclear Strike is very much designed with the 
strategy gamer in mind. At first you won't notice this, 
but soon you'll be spending rather more time sifting 
through the menu options and thinking about killing 
people than you will actually shooting them. There is 
considerable variety in the tasks you'll get, too. As well 
as making things explode and using your immense 
firepower on virtually defenceless humans, you'll be 
escorting allies, rescuing innocents, collecting fuel, 
armour and ammo and receiving messages from your 


(17 A beautiful pagoda. It wou! 
to see it razed to the ground under a rain of 


missiles and rockets. (21 You can centre your craft 


on the screen by pressing the Start button. 


superiors. All of which you will obey, because you are 
a soldier, And a damn fine one, too. Or at least you 
will be by the time morning comes around again because 
once you've got into this game, it’s difficult to put it 
down. Not just because it's good, but because you'll 
be worried that if you leave it alone for a while, you'll 
forget what you've learned about your next objective. 

But there are three criticisms that should be made 
that may affect your decision to add this simulation to 
your collection. Firstly, although we thought that one 
of the big advantages of being in a helicopter in a 
‘combat zone was that your aerial position afforded you 
considerable advantages in having an increased field 
of vision, in Nuclear Strike you are usually 
dependent upon your radar systems to view 
your targets’ locations. This doesn't restrict you 
too much in terms of being able to play the game, 
once you've understood how to read this information, 
but you often feel that you just can't see far enough. 
Perhaps it's all just a question of scale, but in terms 
of gameplay, this restriction is a fault. 

Secondly, you have very little control over the speed 
of your craft - you're either moving along at a steady, 
though hardly exhilarating pace, or you're coming to a 
standstill, which isn’t wise as you are constantly reminded 
that ‘a sitting duck Is a dead duck’, either by game 
prompts or the more pressing problem of a hail of 


(12 Sometimes the sea 
is the safest place to 
be. (23 That boat is 

equipped with missiles 
aimed directly at you. 


it’s difficult to put it down... because 


learned about your next objective 


game just won't let you ~ your ‘copter will come to an 
invisible wall and start sliding along sideways until you 
give up and return to the fray. When this occurs, it’s 
hard to suspend our disbelief. I's an inevitable problem, 
perhaps, but if the combat zone were based on an 
island, there would be no temptation to go wandering, 
As it is, you will want to see what's on the other side 
of that hill. 

enemy fire. Consequently, you find yourself just plodding Still, this remains an intriguing simulation with many 
around at the aerial combat equivalent of 30mph. levels of gameplay, depending on how deep you want Alternatively 
Perhaps that's realistic, but it would make a better game to go and how badly you want to succeed, We can 


if you had, at least, a power boost option to get you —_onlyassume thatall the technical information concerning —_7lunferant 2 8/0 Ps 
out of trouble. As it is, all you can do is jink from side vehicles is correct as we were too young to fight in ; 70 
to side to avoid incoming fire. Vietnam, and not nearly American enough. This is § —————— 

The third and final criticism is that the game is fortunate for us because this is one case where ‘Sait Site TAN sina 
spoiled by the fact that you are always operating within _ the simulation is much more fun than the real | <> a 
a restricted area. Try to go outside that area and the _ thing. By some way, according to the films. Lo 
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atau, Rep, Gren, Bue, Back of Yaiowel2.99 . 
RGB Scarr Coote 


Tus ENORMOUS MEMORY 
CARD IS ONLY foR THE 
reuty onstsseo! THe LED. 
DISPLAY SHOWS WHICH OF 
‘THE 32 PAGES YOU ARE ON 


ALL PRICES LISTED IN THIS 
ADVERT ARE FOR NEW GAME 
ONLY - PLEASE RING IF YoU 
WOULD LIKE 2ND HAND PRICE 


YOUR PSX WHEN USED WH AN RGB SCART CABLE £4.99 
Une Coa £9.99 
Renacenent RF Lead “Also Cowes wi aN ADAPTOR 

TOALOW YOU To CONNECT YOUR PSX TO A HL-FE15,99 


Dare. Action Reptay Ps 
Contains 100s OF BUILT-IN 
EhEATS FOR ALL PSX GAMES 
Fo neauy tet YOU GET IME 
Cant ADD MORE CHEATS (FOR 
feel) as NEW GAMES ARE 
etease, 44.99 


Improves souND AND 
Jpteruse quauty. Also 
Paees THe AV PORT SO 


PLEASE RING YO CONFIRM AVAILABILITY BEFOF 
SOME GAMES MAY NOT HAVE BEEN RELEASED AT TINE OF 


ANE 


DERING AS SOME SPECIAL OFFERS ARE LIMITED STOCK & 


(24 HOURS A DAY) LIGATION 


ORDER FROM. 

‘ONE OF THE cag SUPPER THE ITEM_ DESCRIPTION 
OuNTEY! OVER 6.000 SOFTWARE 

FTEMS SUPPLIED SO FAR! 


IST CLASS DELIVERY FREE OF } 
SHAROE TOU pave 
SERICE ARGUND. 13 
DAYS AK On STOCK eve GE Te PEASE 
SEONG: A GEGUS Ned DAY 
ES E), 


SPACED 
BELORE,SPMARE SENT THe SAM 
DAY (SUBJECT TO' STOCK). 


o< Cut out this order form and post to: 
(GAMEPLAY, UNIT 3 TAVERNERS WALK, 
NORTH STREET, LEEDS, LS7 1AH 


[Have YOU ORDERED BEFORE? Yes/ No} 


Sane PoP 
%s Seuee- Ea eerane TOTAL 


CO) cao 0 - Wwe | 


Caso No. ee rite ee OF 570 


SIGNATURE 


ROAMES & 
REGeA aS FORSEGR SATURN 
& OTHER CONSOLES AND CD ROM 


OTHER COMPANIES MAY TAKE 
MONEY IMMEDIATELY BUT 


Cheques payable fo 'Gameniay 


@*) Official UK PlayStation Magazine 


ACT Ae A PREMONITION 
OF WAR 


Valley Of Thieves 

While on your way to Capital Shumeria, you'll be 
attacked by Zoot and his accomplices. Attack each 
enemy individually leaving Zoot ‘til last, use the 
herbs to restore your party's health if required. 
During battle, keep your party close together for 
extra support and remember to use Diego for long 
distance attacks. 


Items: There's a Mad Book located in the circular 


patch of grass near Zoot’s initial position and a light 
sword on the purple tile to the south-east. 


Capital Shumeria 


This month, Konam’s Compelling wargame ana PlayStation StarPlayer 
Vandal-Hearts [PSM20] leads PSM's definitive tips and cheats section... 


After visiting Security Force HQ, head into the tavern 
and talk to everyone inside. On leaving the tavern, 
you'll be told about the riots in the Dover District. 


Dover District 


Take care of the four War Ghosts, then guide your 
party over towards the drawbridge. Position a party 
member on the tile switch and examine it then 
continue across the bridge and slaughter the two 
archers. Stand all three characters in front of the 
church to enter. Inside you'll meet Count Claymore 
and Kane, 


Items: There’s a light bow in the circular path of 
grass in the south corner and a mushroom in the in 
the crack on the floor to the south of the 
drawbridge. Both the treasure chests contain herbs. 


Capital Shumeria 

After Security Force HQ, visit the shop and spend 
your hard-earned gold on some new weapons, 
armour and herbs - you're gonna need them. Now 
leave Capital Shumeria and head to the Palace Ruins. 


Palace Ruins 

Work your way around the map, destroying the 
Golems one by one. The boulders on the bridges 
can be pushed and used to damage any Golems in 
their path. When all the Golems have gone, you'll 
meet Eleni, who'll want to join your party. You do 
have the option to refuse but she'll join you anyway, 
and so will her friend Huxley. 


items: The treasure chest to the south contains an 
Elixir and the one to the north, a herb. There's also 
a Fire Gem that's located on the circular path of 
grass to the south, 


Rhine Bridge 


During this battle you must keep advancing across 
the bridge to avoid falling in and to use Huxley's 
powers to heal party members when required. It’s 
here where you'll meet Kira - she'll help you during 
the battle and eventually join your group. 


Port City Minato 

Visit the shop for more herbs, weapons and armour, 
as required, then enter the tavern and talk to 
everyone inside. Just as you're leaving, the barman 
will tell you of a sailor called Grog. Visit Grog's 
house, then leave the town and make your way to 
the Sand Dunes of Sea. 


Sand Dunes of Sea 

While fighting the giant Sand Ant, always attack its 
head for maximum damage. Surround the ant’s head 
with your party for extra support and use Eleni’s 
Dark Star spell to speed things up. If any of your 
team become paralysed, use Elixir to cure them. 


Port City Minato 


After Grog agrees to take you to Gillbaris Island and 
joins your party, enter the tavern again and talk to 
the woman inside - she'll give you the Key of Nova. 
Give the Key of Nova to Ash, then enter the Dojo, 
this will allow your party to undergo the Trials of 
Toroah. Now leave the town and head for Gadar Sea. 


Gadar Sea 

As soon as the battle begins, position your party at 
the end of each gangplank so that no enemies’ can 
board your ship and to give yourself maximum 


Support. You'll need to use spells and herbs during 
this battle to keep certain members active, 


ACT 2: ISLAND OF MADNESS 
Village of Yuzu 


Once in the village, you must destroy all the statues 
but not the villagers. Use the crates and Eleni’s 
Spellbind spell to keep the villagers on the lower 
levels while working your way around and 
destroying the higher statues. After talking to the 
Mayor, visit the shop for some better weapons and 
armour then head into the tavern and talk to 
everyone inside. 


Items: The chest to the south contains a herb and 
the one to the east contains a bottle of Mage Oil. 
There's a mushroom hidden in the circle of grass on 
the platform to the north and some Moonpie on the 
crate to the south. 


Ygdra Canyon 


This is where Dolan, Amon and Sara join your group. 
If Dolan dies during this next battle you'll have to 
start again. Use the small hill and your archers to 
your advantage while attacking the guard dogs near 
the switch. As well as causing injury, the boulders 
can be used to shelter from enemy attacks. After the 
battle is over you'll return to the village. Visit the 
tavern, Dojo and shop as required. 


Items: The chest to the north contains an Elixir and 
the chest to the south a Moon Ring. You'll also find 
a Macroman on the circular path of grass to the 
north-west and a Mad Book located in the crater tile 
to the south-west. 


Loris Beach 

While moving around the beach, avoid positioning 
any of your party members on the purple swamp 
tiles as it will poison them. Keep a close formation 
to increase support and use healers to restore health 
when needed. Before the battle ends you must 
collect the banana. 


Items: The banana is located in the centre of the 
swamp area on the southern edge of the map. 


Village of Yuzu tavern you'll meet Zohar who will eventually join 
Return to the village and visit the tavern, inside, your party. 
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talk to the young man — he'll give you the Key of 
Earth for collecting the banana. Use the shop to 
stock up provisions and the dojo if required. 
Remember to equip Ash with the Key of Earth 
before entering the dojo. 


Castle Ruins 


For this battle you must split into two groups. 
Keep close to the walls as you advance to the 
switch to avoid injury from the archers above. 
Once on the ramparts, use the boulders to your 
advantage. At the entrance to the ruins, you'll 
have the chance to return to the village for 
supplies. Inside the ruins, you'll meet Magnus 
Dunbar and another battle will proceed. Use your 
archers on either side to deal with the warriors 
and Elenis Spellbind spell on the Golems, As you 
approach Magnus, spread everyone out to avoid 
his Rainbow Stroke and keep their health as high 
as possible. To defeat Magnus you'll need to 
surround him. Once the battle is done and 
Magnus, Eleni and Huxley have been imprisoned, 
Ash decides to rescue them. In this next battle 
with the guard dogs, you must defeat them within 
six moves otherwise they'll raise the alarm. Spread 
your party out to cut off all paths and use your 
bowmen and Hawknight’s range to your advantage. 


Items: There’s a bottle of mage oil and a Mood 
Ring in the chests, an iron boot under the tile on 
the centre battlement and chain mail on the cross 
shaped patch of grass to the north. During the 
battle with the guard dogs, there's a Mage Gem 
hidden in the circular patch of grass in the 
south-east corner, 


ACT 3: ESCAPE TO TOMORROW 


Plain of Sorrows 

After burying Magnus, you'll be confronted by 
Sparkies. This is an extremely easy battle to win 
and an ideal opportunity to practice Sara's and 
Ash's spell casting. 


Remote City 
Enter the tavern and talk to everyone inside for 
more back ground information. As you leave the 


Plain of Sorrows 

Zohar will set up four towers in an attempt to 
gather energy to recreate the warp home, but 
before this happens you'll be attacked by more 
Sparkies. Surround the nearest tower and defend it 
for five rounds, you'll now be warped back home. 


Terasu Village 

Keep Ash's party on the bridge for the beginning 
of the battle to avoid side attacks. Use the 
boulders to your advantage but watch out for 
the Giant Bats, they have the ability to paralyse 
their targets. 


items: There's a bag of gold in the circular path 
of grass near Zoot's initial position, an Elixir in 
the chest to the south and a Mega Herb in the 
second chest. 


Basil Gate 

Keep your party close together for this battle. 
You'll need to use your healers to help out any 
members that become paralysed. Concentrate on 
your efforts on one enemy at a time before 
moving on to the next. 


Items: The two chests contain a Mage Gem and a 
Mega Herb. There's a Iron Boot to be found on the 
tile with a cross on it on the north platform and a 
tarot in the cross shaped piece of grass in the 
south-east corner. 


Reed Highway 

To win this battle you must destroy all enemies 
before they get the chance to raise the alarm. 
Don’t move any of your party members for the 
first three moves — as soon as you do, you'll alert 
the enemies. Use Huxley to activate the switch 
and move the crate to block the bridge and Ash's 
Rolling Fire spell to cause damage. 


Items: The tile with crater near Lando’s initial 
position contains a magic staff. 


Prision Fortress 

For this battle you msut attack the Juggernauts 
from behind to cause any damage. Try to position 
your party so that the Juggernauts can't stand 
against a wall, as this will limit your attacks. 


Items: The six treasure chests contain the 
following: Mega Herb x2, Mimic x2, Spirit Staff 
and a grim helm. Use the map to help you find 
your way around, 


Master Code 
1GOTPINKSCIDBOONSON 

Enter this code at the password screen to access 
the cheat menu, This'll give you unlimited 
weapons, health and ammo. You'll also be able 
to choose where to start in the game. 
Level Select 

GOLVLXX Xx 

Enter this code at the password screen to select the 
where you want to start. Replace the last two XXs 
with the level number where you wish to start. 


Episode 


1 
1 LDBSRBRQVBTLELMCGHZ9G3B 


passwords 


Alien 2 
9VBQSBDGTBDBS4B2LBBTLELMBQNOSDBJ 


Alien 3 
43BQVBCDH3DB94B6QVBLDBLMCBWM9GVC 


Enter these codes instead of your name for the 
following cheats: 

{DAMAGE! Makes your car invincible. 

PLAYERS Select number of cars (only on Practice). 
REFLECT! Hidden track: Ruined Monastery. 


FADE TO BLACK —__ 


Passwords 

Level 01 SQUARE, CIRCLE, TRIANGLE, X, CIRCLE, 
SQUARE 

Level 02 TRIANGLE, CIRCLE, X, CIRCLE, SQUARE, 
x 

Level 03 X, CIRCLE, X, CIRCLE, TRIANGLE, X 
Level 04 X, SQUARE, TRIANGLE, CIRCLE, CIRCLE, 
TRIANGLE 

Level 05 SQUARE, SQUARE, TRIANGLE, X, X, 
TRIANGLE 

Level 06 TRIANGLE, X, X, X, X, CIRCLE 

Level 07 CIRCLE, CIRCLE, TRIANGLE, X, 


TRIANGLE, X 

Level 08 SQUARE, SQUARE, X, TRIANGLE, 
SQUARE, SQUARE 

Level 09 TRIANGLE, X, X, TRIANGLE, CIRCLE, 
TRIANGLE 

Level 10 X, TRIANGLE, SQUARE, CIRCLE, 
TRIANGLE, X 

Level 11 CIRCLE, SQUARE, X, X, SQUARE, X 


Level 12 SQUARE, TRIANGLE, X, SQUARE, 
CIRCLE, X 

Level 13 X, TRIANGLE, X, SQUARE, CIRCLE, X 
(use this code if you fail to save the girl) 


Pause the game then while on the in-game 
options screen, press and hold L1 and 12 for 10 
seconds, then enter the following codes: 


Health 
RIGHT, RIGHT, LEFT, DOWN, DOWN, UP, 
TRIANGLE, CIRCLE. 


Ammunition 
DOWN, RIGHT, CIRCLE, LEFT, RIGHT, CIRCLE. 


Power 
DOWN, RIGHT, DOWN, RIGHT, TRIANGLE. 


Lives 
LEFT, DOWN, RIGHT, TRIANGLE, X, CIRCLE. 


Smart Bombs 
R1, R2, X, TRIANGLE, SQUARE, CIRCLE, RI, R2, 
CIRCLE, CIRCLE, SQUARE. 


Level Skip 
X, RI, TRIANGLE, R1, SQUARE, CIRCLE, R2, R2, 
X, SQUARE, TRIANGLE, X. 


Level Select 
UP, RIGHT, DOWN, LEFT, TRIANGLE, CIRCLE, X, ‘ 
SQUARE, X, TRIANGLE, SQUARE, CIRCLE. 


RALLY CROSS 


Enter these cheats on either the High Score table 
or the New Season name input to activate the 
following: 

stone Heavy cars 

feather Light cars 

float Low gravity 

fat tires Increase tyre size 

no wheels Cars float 

vet me Wins the rookie season 

im a pro Wins the veteran season 
noviscous No mud or water slow-down 
banzai Turns off collision with other vehicles 
radbrad Realistic gravity 

spinner Cars wheels can turn to 90 degrees 


al bj) VW yy uw 


Title Screen Tricks 
Press and hold LI and L2 then use the D-pad to 


play with the flag. eee sewmenees cham 
Extra Cars : 
If you complete Galaga with a perfect score you be = 
Seseeeaty Gees 

DUM vu 
Mirror Tracks jeaeomax aSeram Cpe 


After starting a race, turn around and drive back 
around the track. Head towards and into the steel 
wall, if you're fast enough you'll pass through onto a 
mirror image of the track. 


a} 7 AW bh a] ai 
Access Rapier class 

To access the Rapier class, highlight One Player then 

press and hold: L2, R2, LEFT, START and SELECT. 


SYNVIRATE WA Nees 
See Hidden Track 
To access the hidden track called Firestar, highlight 


One Player then press and hold: L!, R1, RIGHT, 
START, SQUARE and CIRCLE. Now press X. 


Turbo Start 

To achieve a turbo start, you must keep the rev bar 
‘on the second line from the end when the 
announcer says “Go". 


WORMS 


Lots of _Money Extra Weapons 
Enter your name as TOTHETOP. This will give you Go to the Weapon Options screen and place cursor 
= lots of money and make the game a bit easier. so that it is not touching any words then press X 
and SQUARE together seven times to access some 
ALL Weapons new Weapons. 


During the introduction, press: UP, UR, DOWN, DOWN, 
LEFT, RIGHT, X and CIRCLE. You'll hear a gun shot if Landscape Codes: 


done correctly. This will give you access to all 00956 Desert Storm 
weapons including tanks and helicopters. 29726 Low Bridge 
46463 Martianscape 
i* i 57805 Another Martianscape 
70345 Lollipop 
Play as the Sub-Boss 97155 Three's a Crowd 
Beat the game and the sub-boss. He'll now be 149147 Kill Smiley 
accessible on the left or right of the normal 208041 Alternate Jungle 
characters in the game. 326576 Crowded Alienscape 
436642 Hell 
Play as Heihachi 4802043 A Bridge to Far 
Beat entire game without continuing. 5154527 Lollipop Bridge 
7007230 Snow Joke ; 
Play as Devil Kazuya 7841228 Beach 


13410325 Life's a Beach 
23418990 All Beached Up 
39054687 Beach Weather 
56439996 The Tide is High 
62332782 Forestscape 
77004498 Alianscape 
99426730 Cliffs of Hell 
203953110 Alien Bridge 
223981979 Christmas Tree 
309072302 Jungle Island 
635199159 Cliffs and Lake 
733737544 Another Alienscape 
742182075 Another Forestscape 
954338916 Bless You 
1408066876 Another Candyscape 
3329407250 Snorkel Island 
7373888390 Fires of Hell 
8902118313 Jungle 

CHEZZY Hollow Mountain 


Beat the Galazian game at the beginning. 
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TV IA A, Ab 
[te 


{Roreau House, 112-120 Brompton Road, Knightsbridge, 
London SW3 3jj 


Gemini House, 


=e 0171 344 5000) 
Activision 
133 High Street,West Drayton,Middlesex,UB11 
1BB 


a 01895 456700) 
BMG Interactive 
Bedford House, 69-79 Fulham High Street, London, SW6. 3)w 


* 0171 973 001 
Bullfrog 
20 Nugent Rd, Surrey Research Park, Guilford, GU2 5AF 


01483 579399 
Codemasters 
Lower Farm House, Stoneythorpe, Southam, Warwickshire, 


CV33 oDL 
& 


01926 814132 
F 


® 


[ss Design 


55 Ashbourne Road, Derby, 


O- 


01332 297797] 
Eidos oe JVC 
2nd Floor, Wimbledon | House, 1 Hartfield, Wimbledon, 4th Floor, 17-18 Henrietta S| Covent Garden, Londo in, 
SWig 3RU gat WC2E 80H 


; ~ 0181-636 3000 2 40 3121 
Electron 3 fees 
90 Heron Drive SL3 8x 


Konami Hous i idge, Middlesex, 
UBS 20E 


Fire Int te Mindscape — 
Nacap House, , Doncaste — FPPriority House, Charles Avenue, Maltings 


t Sussex 
[oer 


91895 853000 
Fk, Burgess Hil, 


01444 246333 
findmill St. London, wav 77a 


Carver House, 2-4 Carve 1 4 


0114 275 3423 


arylebone Road, London, NW1 


GT Interactive 


0171 734 7737| 
The Old Grammar School, 2 
oT ~~ 


Ocean 
2 Castle Street, Manchester, M3 4lZ 


O171 258 3791 
Inter 


E 0161 832 6633 
Psygnosis 
Harleyford Mano i, Bucks, Sl7 2DX Napier Court, Stephenson Way, Wavertree Technology Park, 
5 Liverpool, L13 1HD 
0151 282 3000 
SCEE 
Waverley House, 7-12 Noel Street, London, WiV 4HH 
0171 447 1600 
Team 17 
Longlands House, Wakefield Road, Ossett, West Yorkshire, 
WFs ofS 
2 01924 267776 
Telstar 
62-64 Bridge Street, Walton on Thames, Surrey, KT12 1AP 


01932 222232 
THQ 
4, The Parade, Epsom, Surrey, KT18 5DH 


Es 01372 745222 
Virgin 
2 Kensington Square, London, W8 5RB 


G, 0171 368 2255 


If you have any queries about games and their Telease dates, these are the People to contact... D I R E C T 0 R : 


>AMESTER'S 


TURN / N64 
-OUNTED NEW GAMES 
GAMES tre 


From Commodore 64s 


to PlayStations 


and everything in between!! 


COMPUTER & 

GAMES EXCHANGE 
65 Notting Hill Gate 
London W111 3JS 


FOR A FREE COMPLETE 
PRICE LISTING 
TEL/FAX 01707 268285 


T 10.00am-8.00pm 


NOTHING LEGAL REFUSED! 


LARGE SELECTION ON SALE 


T5 Wellington Way, 
Waterlooville, 
Hants PO7 7ED 
TEL: (01705) 267519 


“ Dé 
FROM ROSS RECORDS 2S 9) 


BUY ¢ SELL © EXCHANGE 


PLAYSTATION, SATURN, 
SUPER NINTENDO, SEGA, N64 


WE BUY, SELL AND EXCHANGE CONSOLES AND GAMES 
PLUS THOUSANDS OF NEW AND USED MUSIC CDs 


OPEN 7 days a week — 10am to 6pm 
Mail Order supplied. Trading Enquiries Welcome 


13 Kingston Road, 
Portsmouth, 
Hants PO1 5RX 
TEL: (01705) 830955 


Power Source 
Syndicate Wars 
RageRacer | 
Worms 

Tomb Raider 


Callers welcome 
at our stores 


or send your 
games/order to: 


Ze 31.50 handing charge forte fret game and 0p per gure threat Aor 
eves ae lest and guaranteed. Any fall games sent ous willbe returned at your 
Zens We etan the ight to retuse any sale or purchase, 


Playstation 

games 

Tae New & Used 
IF WE AIN'T GOT IT Best Trade-In Prices 
WE'LL GET IT. Call Now fo 


IF WE CAN'T GET IT? 
YOU'VE HAD ITI! 


Hee A FAST FRIENDLY SERVICE 
CALL bicrw 


prices & availa 


2 01993 845357 


EATU 
* Ideal play height 
« Sliding shelf accommodates 
console and steering whee! 
‘Top shetf will accept 14° TV, 
«Easy assembly 


FINISHED IMs 
+ Mahogany 
«Black Ash 

© Red or Blue 


PlayStation Swaps From £4.95 
Game Hire From £2.9 
(2 weeks 


401 
Cueaues of 
Postat ORDERS 


oauveny PAYABLE TO: 
ate “Ausnorex Lid! 
PO. Box 13, Crevnenne 


‘Somenset, TAIS 8YB, 


TV, GAMES CONSOLE, 
ACCESSORIES NOT INCLUDED. 


Speeater BS 

EVs btfowss thn Matias 14 Plane 
G) SarMand-R sat Gt Desructon Dery EE POATour 
5 Shed, By FA 


£M8 Hope acer 
By Fro Nand 

Ge 
5 ne nt 


£19 Sipsnicces 
‘elie 
fen Blood Tend 


) MAlim bree ‘Toe ral 


sash or part exchange 
ards £14, Extension Cable £8, Scart Leai 


nillancy 
ily seeking flented people to hlp create the 
sation of interactive entertainment products. 
nts range from small teams to world leading 
rs based throughout the UK and Overseas. 
Vacancies include 


* Nintendo 64 

& Mega Drive 

* SNES 

% Swaps from £7 inc P&P 
Tel/Fax 01463 221173 
ga toes & Thure-Sat 10am-6pm 


‘Wed 12pm-Spm, Sun 12pm-4pm 
After office hours teleptione 


(03744 95958 
| Laas 


@ 25 Greig St, \— S) 
Inverness, Highlands IV3 SPX 


gametreall 


Official PlayStation Contre 


% ov send your OY t0: 

Aardvark Swift Consulting Ltd, 
75-77 Station St 

‘South Yorkshire 


(01709) 571441. Fax: 
LD@ARDSWIFT.Ds 


AMES EXCHANGE 


T VIDEO HITS GAMES CENTRES 


PEN 7 DAYS TILL 10PM 
3 ANo piavsrarion ar LOWEST 


PRICES GUARANTEED 


PSX - N64 - SATURN - SNES - 


IGHES Terices pain Fon your 


UNWANTED CANES AND CONSOLES MLD Games & Consoles: 

New & Used Games 
1G discounts on NEW RELEASES ‘eochoantl Uneantl 
ASSIVE STOCK OF 2ND HAND GAMES thes ee 

Part Exchange & Swaps 
GE SELECTION TO HIRE FOR 4 Days All prices discounted 

Repairs to all computers 
EVFAN 0181 427 7380 Scan Om 

01 HEADSTONE GARDENS Sr een, es ans 0 


1" MADDN/ HAS 
NORTH HARROW, MIODN, HA26PI ssa. T1002 BS1212 » Fax: 01902 68193: 


deoGamers 


Paradise 
The UK Paya So 


Jew and Second-hand 
UK PlayStation Titles. 


‘ond Hand Titles and Trade-in Deals always available, 
Highest Prices Paid for Trade-in Deals 
New Title pricing: 
£18.99 - £44.99 (dependent on title) 
Second Hand pricing: 

£10.00 - £29.00 (dependent on title) 

EE Same-day delivery to Welwyn-Hatfield Customers 
(Gubject to Stock availabilty) 


No Club Fees 
No Limitations 


Just Low Prices 
E-mail: vidpar@ globainet.co.uk 
eb: WWW.users.globalnet.co.uk/-vidpar 


ALL: 01707 263747 


for a full price list and details. 
[ie era era ee “sia 


THE neta seta, 
SWAP SHOP" sittisr 


HANES MPSA 


£1 VOUCHER WITH EVERY ORDER 
6 HOUR DISPATCH ON STOCK ITEMS 
GAMES SWAPPED ON AN AGE & a BASIS 


HONE FOR WRITTEN DETAILS | “stim | 
> 


‘Tel 01670 - 51297 


_ PER SWAP 


Visions ay 
& 
Part Exchange 
Spectalists 
WE HAVE THE STOCK 


New and used games at discount prices. 
Open 7 days till 9.30pm « Fast delivery 


Nintendo 64 consoles and games 
now in stock 


728 King Lane Leeds LS17 7BA 


TEL/FAX 
0113 261 3424 


UK SWAPS 
FROM! 


cane cae TATION 


* Consoles bought & sold 
* New & used games for sale 
* Honest, friendly, wide 
* Japanese & American|game: 


Phone for Free Price List 


01582 723026 


Call Mon-Sat Sam-7PpmM 


oO eee 
in Soul Blade 
Lifeforse Tenks 


TD a 


(is) Wing Commander 1 
10 [3] Micro Machines V3 
Note: Prices subject to change without notice 


NG4 - SEGA SATURN * MEGA DRIVE - SUPER NINTENDO 
FOR SPECIAL DEALS AND ADVICE give us a call - we have a lot to offert 


DISCOUNTS AVAILABLE FOR MAIL ORDER 


‘We have the largest selection of new and used games in Sussex - 


AT PRICES YOU CAN AFFORD. Plus free postage and packing. 


Send or phone for price list. Part exchange welcome 


12/14 WARREN WAY, WOODINGDEAN, BRIGHTON 
= TEL: 01273 300028 


The (J TIMATE case Company 


ye Ultimate in storage and transportation 
O Protects from dust, moisture & knocks 
O Customised interior with high Impact resistant foam 


CO Holds your own PlayStation plus all mains and RF leads, two pads, 
five double or ten single games, three mem-cards. 


© Includes two lockable closure clips, shoulder strap and a strong 
carrying handle 


© Available in trendy blue & yellow 


The Ultimate Case Co., Unit 4, Churchfields 
St Stephens Green, Audenshaw, Manchester M34 5% 


PHONE OUR ORDER HOTLINE ON 0161-339-8846 - veLivery NORMALLY WITHIN TEN DAYS 
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On the CD 


r this driver is back in 22nd 
ical attention to detail in FT 
tremendous. (31 A nasty bit of drivin 
weather is hard to cope with. (5) The winni 


Psygnosis 


Racing sim 


Playable demo 


c + hen you talk about the most 
On our lucky number-seven disc, w anticipated software releases of 
the year, F] ‘97 must surely figure 
close to the top. Within two months 
after the release of the first game, we 
we have the most eagerly-awaited were receiving letters and phonecalls 
asking for details on the sequel. Now, 
finally, F] '97 is on the last corner, due 
the shops next month. It's a good 


5 7 , deal more sophisticated than the round the wonderful curves of 
sequel ever in FI ‘97. It’s not previous effort, the developers having Silverstone in Arcade mode. After 90 
- used the PlayStation’s hi-res mode for all seconds, the demo returns to the menu 
the in-game graphics. Aside from the screen. You can control the car with 
graphical improvements (and there are either the normal D-pad or a Negcon. 
available in the shops for a few —_[024s) there have been plenty of 
changes in the gameplay to make the = Controls 
game more realistic than ever. 
The differences between the Arcade © Turn left 
and Grand Prix modes are also more > Turn right 
more weeks, so have a try of apparent, with two very different styles 
of racing required. In the Arcade mode > pause 
you can chuck the car round corners, 
fling it into powerslides and not worry @ Brave 
‘ z about the slightest bump ending your Mccalarate: 
the game exclusively with PSM, sou te slightest bump, ending your ® 


mode, however, and your race will be Change view 


over very quickly indeed. Plus you can 


, Fi ; " make the game as easy or as hard as. WAdditional features 
Also on display is SCEE’s stunning you wish by changing one of the many The full game features all of the drivers 
options, from damage/off, to real-life (well, expect Villeneuve for some 
mechanical breakdowns (its incredibly reason), all of the courses (with a 
annoying to have your fuel line break couple of extra ones thrown in for 
. within sight of the chequered flag). good measure), not mention analogue 
water-based racer, Rapid Racer, Our exclusive demo allows you to" pad control, Dolby Surround Sound and 
take the Benetton car through its paces _a split-screen, two-player option. 


m@ Further information 
Turn to page 92 for the biggest review 


we've ever printed in PSM to see FI '97 
scoring an unsurprising nine (retiewnoeay 
out of ten. —— 


the excellent action adventure 


Nightmare Creatures and 


two other little treats... 


PUBLISHER ‘SCEE 
STYLE: Water racing game 
mPROGRAI Playable demo 


f you judge development teams 
# by their previous releases, then 
Rapid Racer ought to be 
fantastic, coming from the same team 
that brought us Porsche Challenge and 
Total NBA '97. Both of these games 

scored very highly with our reviewers, 
Total NBA being considered the best 


1 2& 
Sy 


of water 
Fauuean catia! oe game on any format. 
one of ARs ‘or a long time, river-racing games 


have looked just like car racing games, 
with programmers swapping the gray of 


hest features. 


Although the boats seem to just sit on top of the water in these shots, there is a realistic sense of 


a race track for the blue of water to 
make it look ‘convincing’. With Rapid 
Racer, however, it looks like 
programmers have finally discovered 
how to produce very convincing water 
effects ~ the current doesn't just flow 
up and down the river but from bank to 
bank, creating some incredible waves. 
How many other games do you find 
yourself crashing through other racers’ 
wake or having the current throw you 
helplessly against the treacherous cliffs? 

‘Our demo allows you to play the 
first of 18 tracks. In the same way as 
Porsche Challenge turned out a lot 
better than the first playable demo we 
gave you, the developers have told us 
Rapid Racer is going to be even faster 
than this demo. It may be tricky to play 
to start with but once you've played it a 
few times it becomes much easier. 


Physics to be seen when the game is running on screen. 


m Controls 


€Left 
> Right ey: 
> Pause ai 


@ Accelerate 


@r@ Reverse engines 


© Turbo (after you've got a green 


ht corners 


MAdditional features 

The finished game will feature a fractal 
generator creating an incredible 250,000 
course variations. 


Nightmare Creatures 


= MPUBLISHER: 


Action adventure 


Playable demo 


he year is 1834 and London is 

being terrorised by hideous 

monsters attacking anyone they 
can find (sounds like a Chelsea match) 
in the dark and dangerous streets. 
The hero, Ignatius Blackward, discovers 
the secret of these monsters when. 
someone leaves a book written by 
Samuel Pepys in 1666 on his door. This 
gives him an arcane formula, explaining 
how to transform lifeless matter into 
savage demons. 

Nightmare Creatures, which is said 
to be a savage cross between Resident 
Evil and Tekken 2, sees you playing 
either Ignatius Blackward (a man of 
God) or Nadia F, who has sworn to 
avenge the murder of her father by the 
leader of the Brotherhood, Adam 
Crowley. As in Resident Evil, both 
characters have their own advantages - 
Ignatius is a good all-rounder, perfect 
for newcomers to the game, while Nadia 
should only be used once you're a little 
more familiar with the game as her 
expert moves can often prove difficult 


APsM 

journalist seen 
the night after 
the day before. 


to pull off. The first level, included in 
the demo, starts off fairly easily but be 
warned, things soon get hard after a 
few monsters 


m Controls 


4 Run forward 
Jump back 
€ Turn left 


Pause 

GB Slide left 

ight 

Turn to face attacker 
LG@B+€ or > cycle through 
special weapons 

R@Busse special weapon 

(@) Light hit 

4+ @ Heavy hit 


B+ @® Heavy kick 

@ short jump 

4 +® Long jump 

P+ (2) + (@) Spinning weapon strike 


M Additional features 
Nightmare Creatures features beautiful 
motion-captured animation running at a 
frighteningly crisp 30fps. Oh, and did 
we mention it works with the new 
analogue pad? 


m Further information 
We'll be reviewing Nightmare Creatures 
in next month's issue. 
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Nightmare 
Creatures has 
been described 
as Tomb 
Raider-meets- 
Resident Evil. 


: 
e 
Don't worry! ™ PUBLISHER: Acclaim 
These programs are STYLE: ‘Scrolling beat ‘em up 
pre-production 
i versions of finished EROS isyablenewe 
games. If they 
crash of bug-out ormally a movie or comic book 
slinply reset licence means a poor game which 
TRAE PaySratiOn relies on famous names or 
vevictong, characters for its success. Of the few 
developers capable of turning a licence 
into a successful title, Probe are 
perhaps the most dependable, having 
already given gamesplayers top titles 
like Die Hard Trilogy and Alien Trilogy. 
So a lot can be expected from their 
latest incarnation based on Marvel 
Comics superheros, The Fantastic Four. 
Featuring the famous faces of the 
Thing, Human Torch, Invisible Woman 
and Mr Fantastic, the playable demo 
lets you play through the first stage, 
battling against the little moloids (they 
only need two good smacks to get rid 
of them) and the larger pink dragon- 
type creatures (watch out for their 
paralysing breath). 
m Controls 
P. Walk into the screen 
zi thes 
sl tale 
Fantastic Four % 
harks back to 
the old days of 
scrolling beat 
‘em ups seen. 
on 16-bit. 
v 
‘i 
N 
if 
D 
oO PUBLISHER: SCEE 
= mSTYLE: Platform action game 
= PROGRAM: Rolling demo 


J eS 


When you look at the sort of 
professionals that make top 
videogame characters you think 
of fighter pilots, SAS soldiers, 
pan-galactic police and journalists 
(natch!) but not really firemen. It's 
not that they don't do a good job, 
but they never seem to make a 
good hero - just look at Backdraft. 
Based incredibly loosely on the ‘70s 
disaster flick Towering Inferno (you 
‘mean you didn't notice the shared 
surname with a certain ‘70s hero?). 
For some reason only known to the 


ee 


; 8 
ae or 


. E 3 ett 
ai 


The characters in Fantastic Four come from the Marve! comic superheroes of the same name. 


Other characters encountered in the gam: 


Human Torch, Invisible Woman, and 


Mr Fantastic {who's no doubt pretty bombastic). 


J Walk out of the screen 

€ Walk left 

> walk right 

€& €or > > Burst of speed 
> Pause 

@ sump 

@ Block 


@ Attack 1 (Twice to vary attack) 
@ Attack 2 (Twice to vary attack) 
Rear attack Attack 1 or 2 when 


enemy is behind you 


RG Throw 


LG Throw into screen 
GW Throw out of screen 
REBD-T ¥ Pick up and throw 


object 


mAdditional features 

‘As well as the Molemen, the Fantastic 
Four will find themselves battling 
against the likes of Psychoman and 

Dr Doom across five huge levels in 
their battle to rid of world of these evil 
megalomaniacs. If you've got enough 
friends and a MultiTap you can play 
all four characters ~ if not, then you 
can have the other characters fighting 
along side you as computerised drones 
very handy. 


mFurther information 

The game should be reviewed in our 
next issue when we'll be giving it a 
thorough going-over. If you can't wait 
until then, you ought to turn to page 
62 for our Fantastic Four Preplay. 

In a word, it’s looking, yes you 
guessed it, fantastic. 


writers of the plot, the bad guy 
Sylvester T. Square - decides to burn 
down his huge towerblock, floor by 
floor, with our eponymous hero 
anywhere near the blaze. The game 
takes a similar look to Tomb Raider with 
the camera sat over Rosco'’s shoulder 
while you fight the raging fires. 


B Additional features 

The game takes place over 15 levels of 
Tower X, covering such floors as the 
gym, car park and the apartments. Not 
content with using a simple hose, Rosco 
can pick up water bombs, CO, and a 
huge axe to help him. 


@ Further information 
For more details, turn to page 68 for 


our PrePlay treatment of this innovative 
platformer. For the usual in-depth review 


you'll have to wait until our 
ext issue when well glve Rosco B 
McQueen a roasting. 


Yul 


=a Falta Ty 


Vdd UK preview of the world's hest-seling 


PlayStation game 
(Lach you've jist read our guide to RPES, eh?), 


PaRappa _ 


Oddworld 


Test 
Drive 4 


tion throughout the rest of 199, 


6 a 


Mave @ 20-page special on the litle grey Hox. & 


Deathtrap 
Dungeon _ 


Etats anotnarnoneretiec rect ZK JEAMI MBE BIGITES Tor their opinions of PlayStation 2, And w 
month as we finally deliver that 2 BLUSE EIEN) Paysialion game ever reviewed in the Oficial OK 


playable ISS Pro demo. 


sey BIANON Magazine (ABE — 146,972 and rising...) 


There's also a chance 


to try PaRappa, plus j i 
playable demos of iy 
encod wou gan : CMT Wars, Tomi Raiden 2, Fighting Force, Nightmare Creatures, He 


EA's Test Drive 4. as en, and Barry Davies and Trevor Brooking talking about 
Completing the round- ‘Magazines there are 146,971 0 
up is video footage of the YOUR Con) ‘magazine! 


menacing Deathtrap Dungeon. 


ith a background in the Hollywood film industry, Lorne Lanning is now co-founder of New York-based 
games developer Oddworld Inhabitants. He is also the driving force behind the Oddworld project, a quintet 


lof titles which promise to introduce and establish a new gaming genre on the PlayStation... 


LOR N 


E 


\oddworld is a very strange concept. Where did 
the inspiration come from for such a project? 
Joddworld Inhabitants itself is a strange concept. I'd 
been writing dozens of bizarre stories for more than 
10 years, and over time many of them converged 
linto one massive story. | saw that it would take at 
lieast five games to tell this story, so we came up 


that would be released every other year over the 
jext 8 years. The inspiration for 
he stories comes from the irony 

f real life and the injustice to the 
little guy. Often the little guy is an 
entire country that just doesn't have the 
Imight or the wits to stand up to those more 
lagaressive and greedy forces. Other times, the 
little guy is a species that isn't capable of 
defending itself because it doesn't speak our 
human language. 


|How long have you been working on it? 
've had the idea for the Oddworld quintology for 
more than 5 years. | began thinking of 

Itarting a games company about 6 years ago 
and it was then that | tried to convince Sherry 
[McKenna to join me. it took mé two years to 
‘onvince her, but Sherry and myself finally founded 
\ddworld Inhabitants in 1994, Once we got rolling, 
e spent 26 months building the first game, Abe's 
lOddysee, and we have just gone to gold master. 


[We hope that games like Abe's 

will help the industry to get 
of its formula-based game design 
approach and start breaking new, 
more creative grounds’ 


je've been hearing big things about the game. 
hat are your expectations for it? 
je're very pleased with how it's turned out 
he. based upon feedback from the interactive 
emo, the response from the gamesplaying 
public has been overwhelmingly positive. 
le're being assured by the retailers that 
|Abe's Oddysee will be one of the biggest 
hits this Christmas. Our expectations, for 
he big picture, is that games like this 
lwill help the industry to get out of 
its formula-based game design 
fapproach and start breaking new, 
Imore creative grounds. We see 
james as the new art form. We 
ake it very seriously in this way. 


How big do you expect the Oddworld story to 
jbe by the time we get to part five? 
Jone of the things that you will see happen is a 


ith the Oddworld quintology, a series of five games 


continued merging of game genres. Abe's Oddysee 
was really a synthesis of an action game worked 
into an adventure game, with a little Hollywood 
sprinkled on top.: The future games will continue to 
combine genres. The next level is action, adventure, 
role-playing and strategy, all synthesised into one 
larger gaming experience. And these'll contain 
even more Hollywood. As for what else to 
expect in the games... Each new game will 
introduce a new hero, but the heroes from the 
previous titles (like Abe) will also be 
present. Also, by the fifth title 
we'll be looking at a game that 
has over 100 uniqué characters 
that all have advanced behaviours, 
Al, gamespeak, and gut-wrenching humour, 


This is your first games project. What 
drew you to the games industry? 
With the advancement in the new technologies 
(32-bit) we believed that new and more 
interesting gaming experiences 
could be produced. We 
also saw that there was 
a tremendous amount of creative 
freedom that could be had if we did things correctly. 
Creative freedom is what is most important to us — 
we come from the film industry, which is really quite 
brutal on creative people because it’s run mostly by 
marketing statistics. The game industry isn’t all that 
different, but because a game can be built for so 
much less money than a movie, there are many 
more ways to negotiate more creative freedom. 


And what was on your CV prior to that? 
Sherry and | both came from the special effects 
business. Sherry had been producing special effects 
and computer animation for more than 20 years. | 
had been technical directing and creative directing 
computer animation for 10 years. Both of us have 
done TV commercials, feature films, and simulator 
attractions for theme parks. We were tired of the 
business and the lack of creativity. We wanted to 
get into what was new, what was the future. 
We wanted to build something really 
unique that people would love. 


Have you always been a games 
fan, though? 
I've been a hardcore gamesplayer all 
of my life. My dad was an engineer 
at ColecoVision when | was still in 
junior high school, so games have been a part 
of my life since Pong — before that it 
was pinball. | love games, but | just 
wish the designers would get more 
creative and start coming up with more unique stuff. 


Which are the first games that you played? 
Pong was first, then | was addicted to Asteroids, 
then Missile Command, then Robotron and Defender. 


ANNI NG 


| loved nearly all the classic arcade games, but | 
didn't start getting into computer games until | saw 
LucasArts’ Loom — that was ahead of its time. 


Which videogames have influenced your work? 
The first time | saw Prince Of Persia | said, ‘Whoa, 
this has got something that other games haven't 
really touched on’. When | played the original Castle 
Wolfenstein | thought the same thing. | was 
interested in games that pushed the gameplay and 
the story experience. It made me more involved. 
Then came Out Of This World and Flashback. These 
were great games, though | also realised the 
limitations in the technology and why they suffered 
in gameplay aspects. But most of the influence for 
our games comes from real life... like the way you 
communicate with a dog. 


How much further do you think you can take 
the PlayStation with the next instalment? 

We're currently building the second game in the 
quintology - Munch's Oddysee. It'll have new 
mechanics, new characters and a LOT of stuff that 
we haven't yet seen. We've pushed the PlayStation, it 
many ways, further than anyone else has. What you 
will see is more push in character interactions and 
Al advancement. But we won't try to go 3D because 
the PlayStation just isn’t powerful enough to give a 
gaming experience with smarter characters that have 
more evolved interactions, beautiful artwork 
with lifelike animations, AND do realtime 3D. 
It's just not there yet. 
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1. Pre-Release N64 games atall our 
Sj | shops for you to try NOW, including the fabulous 
Star Fox 64. See base of ad for shop locations. 
2. New 3000ft Nottingham Shop 


Grand Opening September 13th with free gifts, 
competitions, attractions and more. 164 Derby 
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188 PRO 


TOMB RAIDER 


Road, Stapleford - 2 miles from J25 on the M1. 


V-RALLY ‘SYNDICATE WARS RAGERACER = SOUL BLADE ‘MICRO MACH Va 
34.99 34.99 35.99 34.99 34.99 35.99 27.99 _}|3, FREE Virtual Pet latest craze worth £14.99 @ 
FPLAYSTATION GAMES Oa 02 | PSYSNOSS) ANC INK) RR ROGE RACERS 77a5 || with every full Special Reserve Membership (£6.00) if you (~) 
DAMULA Sr PSYGNOMG) TL} GALL RIDGE RACER REVOLUTION fac LN) °17 88 
eieuereneyscons Shona oe eter 17%] buy any one item from our range. 17 other gifts available, some shown &* 
MULTIPLAYER VA MULTTAP Igri 2000 go ise iH ie 7 : 
ihc “WuLineavevalinecaete, HARDCORE 4x ae Sen 333 ||4. FREE Edge Magazine worth £3.50 to all full members joining ' 
oR rns sesnsonss aia Hroeranl te “se Sccen gy 2422 | | first time, The future of interactive entertainment, sent to you a few weeks at 
ee Ses ex ibm SOULBIADE ai ue 
a Se MEAT MING Fi BNTTGENTGAGKSeee | SOVIET STINE EEN #2 1/5. FREE Book of 1001 cheats to all full members. 
Rerun cour 6 see NOC Eearan Soccen delle eh "arae SPER 390 
ner 3 7 ‘ j jl 
AcTUA SoCcER sent nse INTLSUPERSTAR SOCCER PRO Ge™ 2488 | STREETPIGHTER ALPHA 2 ott 2116, Total Satisfaction Guaranteed or ALL your money bac! 
cent amsTRON Hee ov amooe wn einer SUMO ae wesw 3283|| even collect tems over £60 from your door free of charge if you are not 
ir pron) P89 IRON NAN, x0 290 wor s 
AUN TALOGY ae igen Jensev eve Seg Super pugsie riwTéA Zein aise FULL MEMBERSHIP JUST £6.00 INCLUDING 
EAST) 333 JOLW MADDEN NFL GB (TAP) 3 Gtacenzes %5:|| Ten Special Reserve Colour M ine 
En 31 (PLS) i f 
ARI GREATEST HTS JONAH tomy RUGBY Sap TeRReNao 1799 PEC: eve If Magazines per year, featus 
TLE STATIONS Jonas rank Lost WORLD > Seo Tenason 22s || huge catalogue of discount products, reviews, news and amazing coms 
eDLAM aes, LEGACY OF KAN Sots 3ese TOCA TOURING CARS < Se 
CAM MAGHINEHEAS LOADED Bere 799 TOMB RAIDER 2 3698 To join - just phone 01279 600204 or post the order form below 
USTAMOVE a0" MECHWARRIOR 2 dos Stee Toren. %°2|| add £6.00 for FULL MEMBERSHIP (1 year) anchstate your choice of git 
Enanoronsiir uanAcen ALL STARS INGrral kouoa® smLScy 905 Base TRansront TVeoON 2%3|| "any item as you join. You will automatically receive your EDGE Mac: 
ITY OF THE LOST CHILOREN So" NAMCO MUSEUM VOLUME 1 Fae eet ny mouse amar azg0|| CHEATS Book and CLUB Magazines. OR take a TRIAL MEMBERSHIP 
EONMANG & CONOUER evs NaMco MuSeuM VOLUME 3 Soe Tashiro pr) 
EonsTnucTon Net ron sree # Ho TRUE PMBALL BR sia 50p. There is absolutely no obligation to buy anything. 
Soot BOARDERS 97% Nec uarrereace cus ay (TAB) sow’ "2999 TUNNEL BT Bos 3 
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ERUSADER NO REMORSE 85 
Enver KILLER (PLG) 
ERYPTKILLER - HYPEABLASTER GUN 
DARK FORCES 91% 
DARK STALKERS s8%, 
BARKLIGHT CONFLICT 
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Bie HARD TRILOGY 83%. (PL) 
Biscwort 74% 
DismUPTOR eas. 
Boom sar (iv 
JRAGONMEART. FIRE 8 STEEL 
JUNGEON KEEPER 
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PCAs. 


PO ED ar 


NHC 88 (TAP) « 
‘OOOWORLDS: ABE'S OBOVSEE™ 
OLYMPIC SOCCER 84% (TAP) « 
ONSIDE SOCCER 85% 


PANDEMONIUM 3352 
PARAPPA THE RAPPER + 
PERFECT WEAPON 


PGA TOUR GOLF a6 + 
PLAVER MANAGER. 


PORSCHE CHALLENGE 80%. 
PREMIER MANAGER 96 


Exvunen ors. RAGE RACER 082 
Fabe To aLAck som RALLY CROSS: 
Eayrasnice RAYMAN 87% 
Fira96 TAP) RELOADED 
REBEL ASSAULT 2 


Fira? (TAP) 92% 
Fianna Force 


RESIDENT EVIL 95% 


BUBELE BOBBLE & RAINBOW ISLAND 
TRIOGE RACER & WORMS 


TWISTED METAL WORLD TOUR 90% 


(other gifts are listed in the Club Magazine - or just ask) 
FREE Virtual Pet or FREE Per: 


Mee 
VE patey de ai Choose rom yur ov vtual Neotcha 
VanbAL WexTS fhe cal fury Ghee Bo Bo the Dog or Stereo and Pads 

$33 Vimual Gov oo Din he Onobeu You mst ook ar espn see: 

33 Vnruat root feed an nuute tem Owe see heaeones 8°32 

Saas WARGRAET® Raa? ‘her pet grow end mature spre totapee 
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See Mine Sueren,rateron subnes, or FREE Mini Boy or FREE 

33g soit belrer 2 Sis 1999 Keyring Console Blockbusting Movi 

34.98 WING COMMANDER 4 95.99 Fantastic miniture hand-held console with 55 j008@ from The Running Mer 

3099 WIPEQUT 2097 (aN. LG 3% $988 || (araton of4 dase gue, nowang Tes Ciirenger, Batran Re 

739 WORMS 92% Bi 1798 ‘and Pole Position style games. The Guyver jor Four W 

ee ‘mda Foner 

Be Jepholee re or FREE Football Pa alia 


We only sell genuine UK products 


Fl site 82 panal stitched PVC coated 
football, size 5, With tre inflator. 


OTHER OFFERS AVAILABL 
OVERSEAS MEMBERS ADD £2 PO: 


PlayStation, from only 


£122.99 


All Official UK Machines 
PLAYSTATION DEALS 


All PlayStati 


1s come complete with one | 


official conttollar and “Dame 1" CD, featuring 
Blayable demos of Formula 1, Tekken 2, Crash 
Bancicoot, Wipeout 2097 plus roling demos of 
‘Monster Trucks and Destruction Derby 2 


PLAYSTATION Brets 

PLAYSTATION + V-RALLY 
PLAYSTATION + FORMULA ONE 
PLAYSTATION “FIRE” PACK 
Includes memory card and extra Logic 3 controller 
PLAYSTATION “DUO” PACK 


122,99 
154,99 
159.99 
37.99 


149,99 


Includes SONY memory card and extra Sony controller 
PLAYSTATION + M/MACHINES 3 & EXTRA PAD 154.99 


PLAYSTATION “BIG DEAL 3” 


‘remory card and extra Blaze 8 button controler 
£22.99 deposit plus nine further monthly 
payments of £23, 
al pros £229.99. APF 0%. Save £24 on combined RRP. 


229.99 


‘Otle subject to status. Apply for O%e finance on 01279 600204 or at 


Special Reserve shop 


PLAYSTATION “GREATEST DEAL 3” 
Consists of PiayStation, Demo CD, Syndicate Wars (88%), 
aly (95%), Alien Télogy (94%), Fade to Black (90%), 
a! A Mav 2 (90%), Worms (92%), memory card and extra 
ze 8 button controller with LED. £29.99 depost plus nine 
Romer monthly payments of £90. 
£29,99 deposit plus nine further monthly 
payments of £30 


£20999, APR 0%, Save £40 on combined RAP. Oller subjectto status. To 


i ut cl shops 


ance pease pace you order by telephone on 01278 600204 ora one of 


(©: FIMANCE ALSO AVAILABLE ON SELECTED NINTENDO 64 DEALS AND 


‘ALL SONY TV's & Ver’ 


‘AND INSTANTANEOUS RESPONSE 
PREDATOF 


8 DIGITAL ACTION 
MARKED (ANL), 
COMPONENTS 
HYPERBLASTE 
OFFICIALLY ENDORSED BY SONY. FOR GAN 
OFFICIAL SONY MOUSE 29. 


AND OTHER MOUSE COMPAT 


BLUE, CLEAR GREEN, Cl 


MEMORY CARDS 


FIRE MEMORY CARD (15 SLOTS) FOR PLAYSTATION 


DUST COVER FOR PLAYSTATION. 


PLAYSTATION CONTROLLERS 


4 ps, Loaie 3 CONTROL STATION FOR PLAYSTATION 
GD) SBETEN ConrmoLien wirn EXTRA LONG GABLE 
OFFICIAL CONTROLLER FOR PLAYSTATION 


| © sartex MEGAPAD 11 JOYPAD FOR PLAYSTATION 
| ERGONOMIC HAND GRIP DESIGN, AUTOFIRE, 8 TURBOFIRE BUTTONS 


9 SPEED AUTOFIRE, AUTO RELOAD AND LED DISPLAY 
LIGHTS. COMPATIBLE WITH GAMES MARKED (PLG) 
GAMESTER STEERING WHEEL 
‘AND FOOTPEDALS 
‘ANALOGUE STEERING, BRAKE AND ACCELERATOR, 


PLAYSTATION 


COMPLETE WITH DESIGNER MOUSE MAT. IDEAL 
FOR SYNDICATE WARS, A-TRAIN, X-COM 


COLOURED HYPER CONTROLLERS. 
'@ BUTTON CONTROLLERS, CHOOSE FROM. 
AQUAGREEN, BLACK, CAMOFLAGE, CLEAR 


HIGH CAPACITY MEMORY CARD (120 SLOT) FOR PLAYSTATION 
SUPER HIGH CAPACITY MEMORY CARD (480 SLOT) FOR PLAYSTATION 
(OFFICIAL MEMORY CARD (15 SLOT) FOR PLAYSTATION 


OTHER ACCESSORIES 
[ANTL-SURGE 4 WAY TRAILING MULTIPLUG PROTECT UPTO 4 DEVICES FROM SURGES 
LINK CABLE FOR PLAYSTATION CONNECT TWO MAGHINES FOR HEAD-TO-HEAD GAMING 
‘SCART LEAD - PLAYSTATION RGB FOR 8ST QUALITY PICTURE 


SONY MULTI-TAP FOR PLAYSTATION CONNECTS UPTO 4 CONTROLLERS 10 1 PORT 
XcTENDER CABLE FOR PLAYSTATION EXTENDS CONTROLLER LEAD BY 1.5 METRES 


Special Reserve 
01279 600204 


(Os Fax Youn ORDER on 01279 726842 - We 
(Oren 9.30aM 70 Bex (Mon-Sat) 10aw TO Sew (Sun 


‘We only supply members but you can orde 


Trial Membership only 5 


“iil Members receive one iaaue of the club magazine. Vaz 


Annual Membership (UK) £ 
ANNUAL MEMBERSHIP FEES UK £8.00 EC £9.00 w 
at the colour elub magazine = 

eis anda choice FREE gt w= 


‘obligation to buy 


11.98 


17.99 


1499 


LIGHT GUN 17.99 


61.99 


IN BUTTONS, COMPATIBLE WITH GAMES 
‘BEST QUALITY, VERY RELIABLE 


i e 


Postcode _ 


"ER LIGHT GUN FOR 
24.99 
(MES MARKED (PLG) 


js 
| Enter membership number # applicable) or 
MEMBERSHIP FEE (ANNUAL UK £6.00) 


IBLE GAMES 


13,49 each 
lp] 


LEAR AND REO 


For OPTIONAL frst cass po: 
For OPTIONAL fast delivery on harcw 
ALL PRICES INCLUDE UK Pos 
ChequelP.O.MastrcardGra 


Pall 


caeor CARO 


(QVERGEAS SURCHARGE £2.00 PER TEM = 
= ‘cheques paysbie 


Special Rese 
PO Box 847, Harlow. 
We are mainly mall order bs 


SCART LEAD - PLAYSTATION __.. 


‘SCART LEADS FOR A PIXEL PERFECT PICTURE 


Four impres 
Special Reserve 


9 SCART LEAD - N64 


NINTENDO 64 
& CONTROLLER 


NINTENDO 64 WITH CONTROLLER: 
‘AND 256K MEMORY CARTRIDGE. 
NINTENDO 64 WITH CONTROLLER: 


AND SUPER MARIO 64 


peNTENDO 64 WITH CONTROLLER AND MARIO KART 64 


ie FINANCE AVARLABLE ON “BIG”, “GREATEST” AND “FOUR PLAYER” DEALS 


£139.99) 


142,99 


187.99 | v Competit 


187.99 


NOTTINGHAM GRAND 
_ OPENING SEPT 13TH 


"164 Derby Road, Stapleford, Nottingham 
v Pre-release games to try v Free gifts 


Feel free to come along for a fun day out for all the family 


BrisroL AVON S51 G.ovcesten Ro (A3®) CHeLwsroro, Esse 
17 MUES FROM THE CENTRE, NEAR Kk SAVE 
117 924 5000 
SSawaRDGEWORTH, HERTS The Marna 
STATION ROAD, NEAR w= TRAM STATON 
‘1278 600309 (0118 $48 1000 & 
|] Au our sce hae nas PC eran a Urano cues - WET Ko 
‘oe evs ovor ne more cm af) since 
‘We QUARANTEE TOTAL SATISFACTION! inevitably som >= 
et yet be avaliable, Please phone fo check avalaity 
Mithou pr noifetion, SAVE = Saving of a 
"ent fo press 12807 Erore & Ommisions 
"The Maling, Saweriagewsr™ == 


SStaneron, 


itions v Special attractions 
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